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Newshound tain Compten finds out what I is going on here in the 
hoart of GW, uncovering stories of Ork pirates, Vampire Counts 
and new Combat Cards. All the news and more, including 
Nulbernngs from the Black Library and a glimpse into the future. 


= out the survey, sand} it in Tend you could win as picts amas 
| Workshop stuff as you can carry! 


for the 


A new month with all naw events! What's golng on at your 


local Gamec Workshop store? One of 
i the Biz 
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COMmMIrii 


* More upcoming Warhammer World events here at Games he 
Workshop HO, including the Battlefleet Gothic Campaign 

. yi Weekend. Plus details of the Black Library Open Day. Playin 
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: As FILES: SEASON FOUR ny | territyi 

‘seen #) The recent Warhammer Empires event, run at Warhammer raising 

~ if World, was a great success. Jervis Johnson explains the ins, 

the outs and the double dealings that took place 

. The B 

, knight: 

Sean something you like this issue? These pages tell you how digs uf 

to get hold of it! You never know, there may even be a special | 


oe = offer of two.. 
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An vay Questions 4 : 
my answers, new = | : | whhet 
SWIFT DEATH "parce -obe arte | 
Dark Lord Gav Thorpe gives Grey Knights - a ft. | - 
budding Archons a slice of hit secretive Chapter > Mick Di 
dark tactical wisdom. created to fight the , oan 


DEEP PURPLE _ 3) ivhehatiaanes 
| Paul Handley. of GW Nottingham = you want? 7 ce ev 
store (now at Loughborough) a ; ¥ Dark Angels \ | — 
has a rather splendid Dark Eldar i 0/)\/ 3008. Ant Master of thé } anne 
army. And here It is. He's at It againi ' Ravenwing ash o 


a “: You can't — turn AS 
} RED RACE _ around without. tipping over one of Nick Davis’ modelli 2 
When we first saw tan Dearie’s projects. This time he has turned his attention to the W 
Berzerker army Wa wort so plastic Gothic Ruins. 
impressed we asked him to , . —_ 
Aruellagh the Vile bring # in. He did, along with KRUELLACH THI VILE 
ae : an entire battlefield he haS One of the most beautiful, feared and hated of the Dark Eldar. 


cape ac hak che We uncover an ancient transcript that sheds new light on this 
* BURNING RUBBER pes tht uty. 
Sikes, the cavairy of the 41st Millennium, are a potent weapon 7, \ 7,10) 3° | og 
: in the right hands, Simon Shuker mounts up and takes a [00k This deadty tank hunter has been sighted in Dark Eldar armies 
» ) dat their various roles on the battlefield. end Gael Cates vie et Sete 
‘& rY_OF RAVEN 7M LOSS OF CONTACT WITH VIDIUM 99 
iain Cormpion takes | a look at one of the specialised companies Inquisitor Amadeus of the Ordo Xenow investigates 
i [ar 08 tre Derk Angate Chapter—the Ravenwing. contact with the Imperial planet of Vidlum. 
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Something dark and sinister stirs in the land of Sylvania 
= be very ofrnicd... 


Now that the Vampire Counts have burst fronf ther tombs. 
Vampire Lord Tuomas Pirinen expiains whaLedactly has changed 
for the Undead. 
One of the most Jeargd and avil sights in the Old World, 
ra nightmare given form. 

a ; 
Hi yf Spifit fo 
The Vampire Counts have a whole horde of terrifying créatures ta | I ' - 
command. Alessio Cavatore braves the night to bringafs this guide food Dragori 
fo the dread forces of the Counts. 4 , Yampire knight 


Paying with « Vempire Counts army can be difficult. However. 
when commanded properly. the Undead are a highly effective and 
femifying force to face. Alessio Cavatore gives us his thoughts on 


kM an unatoppable army of the dead 


The Blood Oragons are an age-old order of Vampire 
knights. Tuomas Pirinen delves into thelr background and 
igs up thelr ancient beginnings in the land of Lahmia. 


Fat Bloke explains how the Warhammer regiments and WH40K 
Galtie squads aro the beet thing since sliced bread (with 
Gacon and added lard of course!). 

Fancy taking an Ogre mercenary general to lead your Dogs of War Skeleton regiment 
amy? Or perhaps a diepossessed High EN noble? Exclusive for 

White Owart, new rules by Nigel Stillman. iT 
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Nick Davis reports on a record breakingly huge Warhammer battle 
insunny Scarborough. Dedication, that's what you need. 

‘EP OETIoRioOoD 
The evil forces of tha Vampire Counts, commanded by Alessio 
(Cavaiore, march forth to battle against the valiant soldiers of the 


Erpire, commanded by lain Compton. Find out who will win in this 
aash of mortal enemies... 
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Ciuster to wreak havoc and 
pillage Imperial shipping. 
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The indispensable De'Aynes ship 
guide turns its attention to the = o. 
4 crude Ork pirate floeis that 
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| THE WHITE DWARF BLOKES 


Paul Sawyer, Fat Bloke 
Vampire Court 

Role: Commanding the Undand 
rabble. 


What are you working on at the 
moment? White Scars command 
group on bikes 


Nick Davis 

Wight 

Role: Defending the White Dwarf 
tomb 


What are you working on af the 
moment? Battiefleat Gothic 
imperial theet 


Graham Oavey 

Wraith 

Role: Floaling around and moaning 
a hot 


bikes of cournal 


Simon Shuker 

Ghoul 

Rote: Ealing human flesh between 
bouts of running awery. 

What are you working on at the 


| moment? Finishing another 1,000 


points of diese and planning an 
army of ‘African-style’ Lizardmen 


tain Compton 
Bansnee 


Role: Scaring people with inhuman 
noises (?! = Fat Bloke), 

What are you working on at the 
moment? Eldar cruisers for my 
Battefles Gothic fleet (which is 


doing very nicely indeed thank you) 


| Mattnew Hutson 


Lorch 
Role: Baing slow and ponderous 


What are you working on at the 
moment? Collecting a Vampira 
Gounts anny based on Undead 
Bretonnians 


Matt Nicholls 
Vampira doesn't count 
Role: To discover the secral of unililo 


What are you working on al the 
moment? Collecting a Necrarch 
Vampire Counts amy 


HELP US! 


Aside from the extensive psychological help 
the White Dwarf team obviously aced, we're 
looking for a new face or two to help us put 
together your favourite magazine... 


The ideal candidate will have qualifications in 
graphic design or desktop publishiny, at least 
two years expericace im a studio coVironmcot 
and a strong working knowledge of Applic 
Macs including Quark Xpress, Freehand and 
Photoshop software packages. But by far the 
most important qualitics the successful 
candidates will have are dedication, 
perseverance and a love for our games and 
miniatures that borders on obsession! 


So, if you. think you have the qualities above 
in abundance and want nothing more out of 
life than to work at the heart of the CW 
Studio, then drop ws a line at: 


Human Resources, Games Workshop Ltd, 
Willow Road, Lenton, Nottingham, NG7 2WS — 


LET ’EM ’AVE IT 
The battle for the Gothic Sector takes a new tum 
month. Lurking amongst the asteroid fields and f 


distant reaches of space are the crude but effective shi 
of the Orks! 


All the ships from the Ork fleet list are released this month 
budding Warlords can take to the 

stars in Terror ships, Savage 
gunships and all the others — 
including the fearsome 
Ork Kill kroozer! 


& Ore Kil droozer 
by Dine 
Anarews 
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FANGS VERYIMUCH! 


dead‘do ndiiiian ithe ENE Word, Fear is 
widespread arfifiaiiiiaeniee hellindead are hidden 


throughout ti MiMi Vampires Raunt the ancient 
mV. faut eros. 


castles of Svan, Ghodis infest Ihe decayed 
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cemeteries at Moussiiion and Necromancers prachs<: 

_Aeir dark/ay aty Iie tea eyes ofthe Oli 
Workd's floftatey rr 5 ‘ 

The’ Vampire Cofinks te lead “the uo ames o! (he Old 

World to war agaiget fii, mortal! intipbihe riewiy 

released’ Waha mer Arptes Vampira a po ntaingall 


the rufes and background you naps 16 play play wwith 
an army of the Unead. 


Most Vampire Counts belongs to one of fourticodiiiaa 
Von Carstein, Necrarch, Lahmia and Blood Bagon/a 
with their own individual Bloodline powersgoptong 
supematural abilities) so you can really paisonalisa 
your Vampires. 
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AY a5 ¥ The new, blood hungry 
, Ghouls by Paul Muller. 


@.Spint Host by 
Trieh Aderieon — ihe 
SnaOeSs, SOUS afd 
apacieas of iw 
ead 


¥ The Black Coach by Paul Muller and 
Nonna Swaves. This creasing cart of 

niga will seal the fate of most 
Iie f alowed fo charpe 
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BRAND NEW COMBAT 
CARDS ON SALE! 


The hardened veterans amongst you may recall that The first packs of Combat Cards are for Warhammer and 
many centuries ago we used to make an ace game represent the forces of the High Elves, Bretonnians, 
called Combat Cards. Well they're back! (Cue Undead and Chaos Warriors, More Warhammer races 
moisiness of eye and long sighs of fond recoliaction). are set to follow and if they prove popular we will do 
With a completely new game, designed by none other cher otal 40,000 Combat Cards too. Watch this 
than Rick Priestley, the naw Combal Cards are a last and vicar 

fun game for two or more players. The packs will cost £1.99 each. 


Each player chooses a pack to 
represent their favourite army, 
just as you collect models for a 
battle in Warhammer. Players 
lake tums sending forth a . 
warband to battle, the 
toughest one winning | 
the round. Atthe end of | 
the game the player | 
who has won the mosi 
rounds wins the game! 
i's easy fo play, but 
there are sill plenty of 
tactical tricks to make 
sure that the best 
layer wits. 


As each player has 
his own deck to 
Craw from, you can 
play with three, 
four or even more 
players. 


CAREERS AT GAMES 
WORKSHOP, DEVELOPING 
OUR JAPANESE BUSINESS 


We are currently expanding our hobby into Japan and are looking for Japanese — 
speaking sales people and translators to help us develop the business further. 


For Sales, the requirements are: For translators, we are looking for: 
Japanese speakers People motivated and driven by results 
People motivated and driven by results Good communication skills 

Commitmont and desire fo win Japanese speakers 

Good sales and communication skills Desktop Publishing knowledge if possible 
Understanding of the Games Workshop hobby Understanding of the Games Workshop hobby 


An understanding of Ihe Games Workshop hobby is desirable but not entirely essential. || you are familiar with 
fantasy and sciénce fiction, whether it be through novels or films, and have the will to learn, please get in touch, 


interested? Send your CV, to: 
Human Resources Department, Games Workshop Lid, Willow Road, Lenton, Nottingham, NG7 2WS. 


NEW RELEASES 
THIS MONTH 


BATTLEFLERT 
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| This month's Batilefiset Gothic releases. 

Pe) oe ches FS recs eee eee es 
Chace Fecuisive cas Qrend ones |) mc peel feeder] Th.o 
Ci ll emer (1 coe! per Slinter) tA) 
Oe Taro ship (1 mode! per becing) Letra 
rk (Gneeugh shims ( moiels per bile) £6.00) 
Or Ravage aTlec® pips (9 roekels poe flipliay) £6.00 


On Savage guniéhips (3 mocks per Siete | Pai 
Ork Brute ram ships (4 roriale per blieter) Bee i 
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4 = — —_ 
Ths month's Warhammer releases: 
VAMPIRE COUNTS 
Wiihanvnel Aries Viripire Counle Cibo 
Ekeleion Warriors (plastic Warhammer Aegina Paro 
The Black Comeh (eta! bowed set £18.00 
Ghouls. (3 modes pay blister FE.O0 
Aland Drugens Warping on fot |) roel per Glister) FH) OO 
Blid Origen Varapina tounthed |) roche! pee Dilfer) 6.60 
Spat Hoe! (2 models per blister) 3. Ot) 
Hainnich Keremisr (7 rroche! coy (lieepe Fe,00 
Wad and Eaihelia Von Conidae 2 iniedole por bilalar| fT Oo 
al), Loe of ihe Unde 0) model) Gor bial F600 
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|) Anes Master of he Fave (etal A plese bom? ee) 1) OO 
i ) Curie Anges Some * Wane (2 mnooli pee talon | Fa 00) 

| Thark Edi Reiger (mc! & plaice teinciec) pull) Fay on 
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This month from the Black Library 
) Warhammer Moniily 16 e200 
‘interne 10 £5.00 
i Jneral 32 £4.00 
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Greetings from the Black Library 
And what news do we have for you 
maortais this month? 


Glory, glory the Redeemer! 
From the distant hive world of Necromunda comes (he rumble 

of ravolupon! A great man is coming. With crimson robes and a 

fiery conflagration, he crosses tha Ash-Wastes preaching lhe 

cult of Redemption from his armoured Pulpitek 


We have a real treat for all fans of comic action. Issue 16 of 
Warhammer Monthly has the very first episode of an awesome 
naw siory called The Redeemer. Written by Debbie Gallagher 
ahd the legendary Pat Mills, with artwork honours going to 
Wayne Reynolds, the Redeemer is a darkly humourous story 
following the jourmey of a Redemptionist Preacher on the hive 
word of Necromunda. Just check aul (he awesome cover an by 
Wayne Reynolds. The Redeemer starts in Warhammer Monthly 
16, continuing in three special issues through the Summer 


imperial Armour mounts Blitzkrieg 

Now some great news for all treadhpads. As some of you may 
have seen at the recent Citadel Open Day. we are now making 
conversion kits for Impenal tanks. Hand-made from resin, these 
adc-on kits for the Leman Auss and other 
Impernal fanks are exceptionally 
well cast and covered in 
oetai!. They are available 
BxClusvely to readers of the 
Citade! Jouwmal, $0 to tind 
out more about how to get 
hold of these superb kits 
make Sure YOU DICH up 

issue 32 of the Journal 


FREEDOOCTER 


Finally, the Black Library is proud fo announce the release of 
the first issue of Freebooter. This bi-monthly newsletter is only 
available to subscribers of Warhammer Monthly, interno! or the 
Citadel Journal. Fach issue is packed full of irreverent artctes 
injerviews, sneak previews, competitions, special offers and 
more, If you want to gel your hands on a copy of Freebooler 
and be the first fo find out all the latest news from the Black 
Library, simply subscribe to either Warhammer Monthly 
Infeme! or the Journal. 


You can find tunther details aboul Freebooter, and all (he new 

releases and special offers, on the Black Library j=, 

website at htto;www.blacklibrary.co. uk " 5} 
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NEXT ISSUE... 


We spoil you. We really do spoil you, you know. Next 
month there are some fantastic gaming delights for you 
to get your trembling hands on. = av 


* First and foremost we'll be giving away a free copy of 
Codex Assassins with every White Dwarf 235! 


Not content with that, we'll also bring you the release of 
Codex Orks, as these brutal green-skinned warnors 
sweep across the galaxy in search ot battle 


Battlefleet Gothic sees the introduction of the Space 
Marine fleet as we bring you exclusive rules for the battle 
barges and strike cruisers of the Adeptus Astartes 


The Undead forces of the Vampire Counts receive ‘fresh’ 
reinforcements in the form of the Necrarch, the 
remarkable, new, plastic Zombie Warhammer Regiment 
and even more troops from the grave. 4 


Yep, we really do spoil you... | Eversor Assassin | 


CODEX ASSASSINS 
=-REE WITH WD235! | 


The bniliant, néw, 
plastic Ork Boyz 
by Brian Nelson 
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Masters of 
Dark Magic, 
| | The Space 
a Vampires Marine fleet | 
make | hoves into 
formidable view for 
Battlefleat 
Gothie — 
stand by to 
repel 
boarders! 
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So Warhammer Armies Vampire Counts finally emerges from th Vampires 
murky depths of the darkness, and the question on everybady Yenptes 


lips is 


“what's changed for the Undead?" 


‘ 
In this artid Pichi 


Tuomas Pirinen explains the thought processes bebind the bool twisted z 
and sheds some light upon the unstable minds of [hand Lav 
games developers. 


This army is a completely new addition to the 
range of Warhammer armies, cather than a re-write 
of the old Undead book, The previous army list 


mcluded the Mummics of Nehckhara, Vampires of 


Svivania and the Undead legions of Nagash all in 
one list. This was great for creating a generic 
Undead borde but lacked theme anc character. 


In the new book we wanted In pive players a 
chance to make themect Undead armies, 90 we mnok 
a close look al the history 
world, Most Warhammer games are set in the Ole 
World, and we wanted to produce an army list 
which would representan anmy that the men of the 
Empire or Bretonnia or the Dwarts or Wood Elves 
might face. We found that the Vampires were the 
thain antagonists in the wars berween the human 
nations and the forces of Undearh 

Concentrating on the Old World Unileacl alse 
allowed us to delve deeper into the wealth of 
European mithology and folklore. We found Dire 


of the Warhanimer 


iver the 


Wolves, Banshees and Vampire Bats, as well) 
many stories aboul Vampires (the most famogs)- 
them all being Wiad Dracul of the Carpathian 
This gave us a strong basis for a fully- fede 
characterful and powerful Undead army. 


Vindead a 


There are still other cypes of Undead, of cour this, as al 
notably the armies of the Tomb Kings of Khepl follow th 
and the legions of Nagash the Great Necromang® charge 

and we may deal with these in future publican the playe 
(check out WD227 for Nigel Stillman’s work his Unabea 
progress Tomb Kings of Khemiri army list), The other 


As the name of the book sugpests, we took a pa Cavatere, 
look at the different types of Vampire. The @ devised a 
Carsteins. already had a long and bloody his a set of ab 
bur we knew that many other Vampire Lords lore point ec 
in the dark forests anc abandoned castles of ? charactert 
Old World. Thus we developed the backgrow a chance 

and character for several other preat and n@in a tabl 
Varpire families. After all, films, bouks, TV sey summon 

and comics are full of many different kinds) speed and 


Vampires, = we wanied to represent the unique typcs of 


Vampires found in the Old World, Thus were created the 
Vampire families of the Mom! Dragons. martial Vampier 
engi: the Necrarchs, rocing scholars and Necromancer, 
twettd and insane Vampires wiih awesome sorcenous parwer, 
anil lahminns, sciductive, female blood-drinkers with powers 
ower the mortal mind 


Che Kules of Nigbt 


Perhaps the greatest change we made was the dcv elope nt ci 
the commen rules shared by all Undead. in the previous 
Dindead arn lei cach and every Undead regiment had their 
Own set of special rules, making the army unwieldy wo play, 
and cspecially difficult for a beginner to use. ‘The new rules fix 
this, 25 all Undead creatures (with the exocption of Ghouls) 
iow the same overall rules for psychology, Areak tests 
Charge reactions and so on. This meana that tn most situations 
the plaver only need refer to one set of rules to detegnine how 
his Uneleadl warriors work in the game 


The other major néw rules development was made by Alessio 
Caraore, who has just joined us in Games Development, He 
devised a system to represent the different vampiric power as 
aset Of abilities which you can buy for your Vampires ata freed 
point cost. This’ alluws players wm tailor unique and 
characterful Vampires to lead their acmiiggh, as well as giving ws 
i chance to represent the archetypal powers of the Vampires 
in a mbletop garie. These power ipclide the ability to 
fumimon wolves and bats, Nec romani powers, supermatural 
Speed and so on / f 


A wi i) \ 


ampire Coun? 
Ge ef the me arriyy (I reg Led) ig Grit 
legions of Skeletons and Zombie supported H the F 
Ghouls) slavering Dire Woes agli Wiglits hoch moupgic - 
on foot. Vampire Bar give the agmy % ¢ nwuch-nee ive 
suppart, and Banshees, with their ghostly how!, are h “te |h 


slayiig beavily-anmeourcd oppdncnis 
J t 


THe awestime Black Coach canes the regains of a fgtcat & 
ancient Vampire Lord) The/Alack Onach is one of fhe oi 
powerful @lements of the army, anel is gniply a mougt for : 
Vampire count army, Don't take ngy ward for it — lok at | 
model and the mules! 


As vou can scc, the army inch{tte: sevefal new units anc or 
types which were developed and/playtested over a perind 

year. This is a good plice to express my cternal gratitude 
David Cain and his paming group for their invaluable extes 


playlesting and for their ol sugecstions dnd comme 


The army of the Vampire {ounts has much hidden sire’ 
and subtle power. W ileya budding Warhammer panera 
find the army celatively casy to pct qp erips with, there is 
plenty of scope for complex fem tactics sul strateplies| 
veteran generals. All the new optifrs in the army list allow 

to invent and try ot raciically different SLraLagems une ‘plays, 
and you will he experimenting! with the mew possibilities fir 
many months to come i q 


The Vampires are the linchpin of the army, and any Undead 
general worth his coffin will make sure thar be has tailored his 


| NARTIALY 


Vampires to sult Nis tictics, You can choose cither 
a Vampire Lord or a Vampire Count as your 
general. The Vampire Count is a suitable general 
for most smaller battles (say up tO 2,000 points) 


while the Vampire Lord will be more than a match | 


for even mighty Chaos Lords in bigger clashes. 
Lesser Vampire Counts and Thralls are pertect for 
leading units and with their strong comlrat abilities 
they can boost the relatively uncoonlinated cforts 
of the Uncheacl rank ana file 


The role of apelleasting is taken by Necromancer, 
often servant or allies of the Vampires. They are 
nowhere near as powerful in close combat as 
Vampires (who are anguably the most powerful 
warriors in Warhammer), but with their 
Necromantic mapic they serve a vital function 
nevertheless. 


Magic is vital fo the Undead. Without spells like 
Vanbel's Dance Macabre and Raise Dead, the 
Undead will struggle to match the munceurrubility 
of Cwarfs or the combat prowess of Goblins! A 
good Lindead commander should always keep his 
Necnomancers out of harm's way, using their spells 
tu support the rest of the army 


Due to its complexity and importance, we have 
included 9 section on Undead magic in the book 
which will explain and clarify many of the more 
complex Undead spells 


Colours of the Night 


Che army ts straightiurward to paint, yet looks very 
good on the hateefielel, (ve found that the trick to 
painting this army is in concentrate on a few strong 
colours which give the army an overall theme and 
wimosphere, As Alan Merrett put it: you only need 
to know howto paint black, bone and red to have 
w really great looking Vampire Counts army! The 
painting guide in the book itself gives plenty if 
aivice on how to paint your army in an effective 
and straightforward manner 


Che future 
of the Undead 


Over the acxt few months graveyards and tomb 
will spew forth a terrible host of Undead release 
These include Vampire Bats, (rave Guard 
Banshees, Dire Wolves, Spirit Mosts and last, by 
definitely mor least, the terrific new plasi 
Zombies. In fact, all the woup types available in th 
anmy list arc Coming your way 


Forthcoming White Dwarfs will feature seven 
articles on the Undead. While the special charact 
section of the mulebook includes several fm 
Necrumanccrs who can act as your general, unit 
the standard rules your army will be ted by 

Vampire. But those of you who pree 
Necromancers to Vampires shouk! not worry. Io 
future issue of White Dwarf | intend to feature 

variant army fist, representing an Undead army ke 
by Nocrimiincers 


Elsewhere in this issuc we take an in«lepth lowki 
the backpround of the Mocd Dragons, ane § 
future issucs we will delve deeper int 
background of all the major Vampire families, ai 
the organisation of their armies 


As the Vampire Counts book was worked on at 
same time as Nigel Srillman was working on Wy 
Tomb Kings of Khemei list, you should see ne 
developments for the Undead of the Sout htaunvels 
the future too. Buc now | grow weary of scribiny 
and will retire 10 my mausoleum. The army of @ 
Vampire Counts is now yours to verve, thf 
forth, and show the pretentious mortals who oval 
rules the darkness! 


Che Black Coat 


#¥ tJ 


The Back Coach is a superb centrepiece model for any Vampire 
Counts army. The main body of the coach is underenaied with 
Chaos Black and the metalwork painted Shining Gold. We used 
awash of Brown ink to give the metal an aged look. The plumes 
on the horses and the curtains can be painted with Crimson 
Gore, and the torches with lazing Orange highlighted with 
Golden Yellow. We decided to paint the Vampire and his coffin 
separately, before putting him into the Black Coach 


‘ 


: 8 fhe Vampire rests, waiting 
fo feed ont fresh blooel 
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Phiveies yD Com tS Book. lists a whole bost of terrifying new formc 
e pr mh this guide-to all the troops available t 


ii jeiber pow an experienced Undead commander oj 
wi H be somenRus new for you bere. e& 


lis | mighty vA pir. He commands the lesser (indead with the strength of hi 
ii the! recromantic arts. 5 


a lot of points ink a singl® model, you cam create a Vampire Lord that alimot 


i natch. Counts Tots ‘suitable a5 Eesera in small armics ep to aroun 
{000 sf) uk becail fe © ched than Lordy, 
heap fi ‘Mampire; |f fective fighting on they 


can consi, L st the esunere figt 


anv fhe pers. | 7, 

| | } | 
Won rarsteip) 7, , WAN A 
The von iitein Vampire most infapnous Svivaian fami sete 
the Old J id in all ity | jhidtory. Theirs are the ower to gather aq 

) comman le creatuft night and |inleas Ring, ‘against the,\ \' 

/) thortals Wj ‘dare to ch: ime them. Their anger is uah thar even the W\ 

eleme ot ut flect jit, jwith ent accorihis and win Is thy At % urpe the ' 

pattlefiell hei iter) WF 
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| | 


Ce aaa have fo 
eft) a Carstein jin bactle you need \to kill 


ood! D 


Knights|c ; der of the Blood Drage are proud WELT 

e strict code of honour that was dictated to 

rand Master, Walach Harkon. They strive to reach nerieetiand in, the arts af war ane) cerca 

ner world they er plenty of oceasions for practice. They always go texbarthe wearing the 

late armour, stained with the blood of the thousands of enemies they esti ae cea int 

part In the heat of battle a Blood DragorVampirg is unstoppalt 

\\ carving ¢ dl trail ofred death through the cry ranks, in am ally 

\toy prove that he\is the mightiest warrigr oh the \field. Moat afi 

ripe! this will tnd witha challenge between the Vampire and the 

| encmy warridr. ' Wery' raccly,\to the disappointment ‘ak these Tir 

ee they meet sbmicbedy able: to match their prowess: with lance a 
swoeck but they do not despair, for they have all erernity, io continue tip 

| bloo Ml ls \ \ 


I \ 4, 


VA 
| Cabthian \ \ 


ip ¢ War 
acitional 


\ 
Almost fall (ahomiir Varipires\: are lernale. This 1s ‘arty refledyed 


fact that\to'ger what they, want they prefer subtle manipula hi + 
iF 


complex plots )te Uhe use of brute force. They 4peysecretive and stealthy ‘ 
they have refined thé ancient art ol seduction ich the point that now 
| can bend the will of the most resolute and pau men, 'Theirvulnerl 
semblance has fooled many Ballant knights, but iia very determined a yy \. 
Hh! expert enemy manages to discover and corner them, they will sudde nly pow their true a 

‘These creatures can move at blinding speed, and attack with savage ferocity ancl supe matural eee OM Cate 
makes them very dangerous, because the attack comity at the most unexpected bf limes, from 4 Prearure which, up) Wh 


that paint, lappeared eeotle and fragile, } , ‘ 


Necrarch 


Anther family of Vampires, the horrifying 
Necrarchs, has lollkowed a very different paih 
from the Lahmians. While the female hunters 
beni) to minghe into human socety, thc Necrarch 
inhabit secluded towers and remote moins in the 
middle of ancient forests. There they spend 
their eternal wndecath studying and exploring 
the arcane art of Necromancy, surrounded by 
ihe grotesque results of their experiments. They 
become masicrs among their kind of that cvil 


a form of magic, but they have to pay the price for this knowledge. The long exposure to pure 
‘a dark magic generates an unstoppable decay of their bodies, that through the 
en centuries transionms them into rotten, walking corpses. They are among the 


Breatest blasphemics against life and their appearance is offen so terrible as wo 
drive men mad with harror 


Th! 

Necromancers 
5E Necromancer. are mortal wizards who have tumed to the dark ars to seek 
ad. immonaliry and power, They arc caremely dangerous individuals who possess a 
iv wreat knowledge of necromantic magic 
7S, 


Wiwic is ibe strongest and most vital point in any Undead army, bul most Vampires 
do net excel at it, Yhercfore you need these living wizards to keep your army wodng, 
with Venbel’s Danse Macabre, aru! Raise Dead spells to replenish your rertkes, 


‘@raiths 


Wraiths are the spirits of evil men 
who dabbled in the necromantic 
aris during their lives. Desperate bo 
keep themselves alive, they used 
enchantment to preserve their spirits 
Some succeeded in living beyond death, but 
the willpower of most is not sufficient to 
maintain a physical form, aod over the years they 
wither away tu nothing. 


Wrath: are very expensive, but they are 
adiso tbe best regimental 
Champions you can 
imagine. Causing Terror, 
armed with double 
bonded weapons thal allow no 
arnour sane and  <éafmost 
invulnerable, they are terrible 


Opp rus 


hight 
Cavalry 


These Undead knights are long- 
dead warriors who are ted 10 
the land of the living by 
necrumantic magic. Ln their 
rusted  wireecar Wight 
cavalry are a grim reminder 
to the proud knightly orders of the Old 
World that cvery man is mortal 


Ose then os fast cavalry (ibey are quite manoeuvrable, by Urea 

‘ sianderas) or as beavy Undead kiighis feery appropriate for a Black Dragon army!) 
Toy Cannot raise them during ibe battle, but they can soll he moved with Vanbel's Danse Macabre and the impact of 
Tbtir Wight hanices is something thar your opponents will soun learn to fear 


©hbouls a) 


Ghouls are the most repulsive 
of all living ercatures. ‘hey 
are the desecndants of evil 
insane men who ate thi 
fiesh of the dead) and wen 
rainied and driven ® 
madnes 


Ghouls are an anes 
bfocking wil, capable & 


holding paucerfud enemit 
fone enough for; Fam 
decisive charge in th 


flank with anuthe 
wot, Remember, the 
hove to outnumber the ena 
ioorder ia be snbreakable, 209 caltanaye it 


them in big unth Sk 
ele 


a | 

: | a 1 Skeleton: 

/ j i a. fallen in 
j | | whe can 
/Bat Swarms ; raise the 
’ Bats ond Bistinctivedy | mace me 
attract Vampires a | 
‘They aryect to the “i 
will | il jhe powerful _ Warbar 
Undead and Hl lave sure, 
numbers a the ak] mist reté 
/ ahandongi halls of theta | preat sire 
dastles t hatte, i Eisor fio 
Vampire ¥ simon ‘ai replenish 

huge Cis fof) tpatsy they can 
which! MBcrap (rpm | Riser of 
capes apd ala big é 
berienily | ‘ struck es 
| Stay dow: 


fect for stop the best 1 

s for at lee meee farm, to protect tbé flanks of your : 

ud to feake ca . ¥ small enemy arndis, like the drew of war machines. . 
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Dire Woolies 

Thé land of Syfvahip is plagyed by 
giant wolves hake tines comer: 
from their haha bigh in the World's 
Edge Mountabisae) chesinoy entire 
Villages. Men offer Pimpird hunt these 
beasts mergles@), but unigrrunately 
that is not dlwayt engugh. Even from 
beyond the grave, these awful 
creatures come back! t) terforise the 
lands of men 


You can dreale small flanwing units 
of five i Pires or Larae, Cage rcites 
packs of thern, but in bath cases you 
must usd thelr great spegd lo charge 
in and deliver natin cane. If 

you allow the enemy to qharge or 
shoot them, they will nat last long, 
because they! buve tow Toughness cane 
no armour, 


Spirit Rost 

The dead do not rest easy in the Old World. Ethereal creatures are! 

spirits, shades and spectres of dead men return to haunt the land of 

the living. On cermin nights, ghosts, spectres and spirits can be seen 
hovering whove the places of rheir death, shimmering with unnatural lipght 


They ore the ultimate swarm. J bare seen three of them kill a Stegadon wits | 
wns Wnoise Cnouyh to widerestimate their etberen! tneulnerability (if oak 
awhile, but they took it down in the end). Anything without magic 
Wepons oF d very pood rank banws is in real trouble if confronted by 
Lhis incorporeal foe If pou chouse them, Bo for if and bury ai least neo 
fo Oudlal ap your Wounds and Attacks 


Skeletons 


Skeletons are thie long-dead n-mains of warriars 
filien in ancien battles. A Necromancer 
Sho Gm perform the right rituals can 
me them from their graves to fighe 
ORCE Mure 


They are mot the 
Best fighters = in 

or, Dut they 
Fare tureiy one af the 
fini reliable troops. Their 
Grea strenoth is that tee will 
newer ylee, and the possibility of 
replenishing their ranks means 
ey can engape the enerniy in 
) dwar of attrition where be is 
aber big disadveniaye fonce 
ruck dnwn, bis warriors 
‘ way dear) 


Zombies 


fombics are corpses brought back to unlife by foul nocromancy 
Animated by the will of a dark sorcerer, they are slaves to his slighiest 
whim. Their necromantic overionds drive them inte bare in their 
thousands, using them to exhaust the armies of their cnemies 
Zombies are poor fighters, bur they will ncver sive up and will push 
afAinst their enemies in a huge engulfing mass. 


An enemy unit surrounded by Zombies that can fight in the magic 
phase and rise up again and apvain, to atiack in ever Breer 
numbers, is bounce ta lose the combat eventually — and cagertrest 
fear-coausing creatures they will usually be forced tn flee 


Vampire Bat 


Also known as Fell Har, the Vampire ats) 

Sylvania prow (co monstrous proportions, som 

with wingspans of twelve feet or ovore. They af 
nightmarish predators of the dark, silent anc deal 
~~ and can only exist on the blood of the living = that: 
i Fomans being their favourite. The scholars of the Old Worl 


o ae Reverie an ancestor of these beasts drank the blood af 
s Be cs rt wy ~,. Vampire and thus joined the ranks of the Unde» 


\ it , A Sheri) Are mee z ‘ta on Tein units, Nive skirmishers, fast cavalry or wer machine 


ar i-_ FF il q 
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, - ii 7 ro a "Shy 


a | 
| | \ \\ , 
sid di the most ov Ns who ever lived. Their shades linger in the material wor 


al bo bce pubishate nt for their evil deeds. A Banshee's screams will bring death) 
i! 1 | \ ali who bear the 


loom Of skirmishers, because they don't get Leadership bonuses to resist in its bi 
» the rank bonus that ia necessary to destroy ibis ethercal foe in combat Banshees’ r 
Ogg torrkis, dopet ricorrreylly’ ibedr ceaeynce is Scary oncngh for rhe apponenf to do o fal 

+i. ~ AA manocurring in onder to avote the 
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| er Grave Sard 


Gubrd ‘ond Wights, men who were powerful warriors 
pret x herody of past*ages whe were buried with 
% WweEpons an armour. They arc summoned from their gra 

1 the walt a Necromancer or a Vampire. 
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Grete Wuerd wre a tough core infantry, bem 
armonped and armed with spears, balberdy 
doublt-banded weapons that catse mull 
twonmnedys. It's great if you gel them fo fight an & 
rowed of hand-to-hand combat in the mi 

Phase, when pour enemies om 
fight back, 
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Black Coach 


This creaking cart of death carries its loathsome cargo into the 
centre of the battle, bolstering the power of the Undead and 
filling the hearts of their enemics with despair 


fifa unit is charged by this awesome moachine of 
destruction. its fate ts prohabl; sedled. fust be careful of 
enemies that do not break and writs with marcy reriks, 
because the Coach will not last long if left alone ina 
prolonged fight. Watch out for flyers and cavalry 
faster than you, because if you let them charge it, 
the Coach ull lose a 

Breal pert of its 
effectiveness. 


Re 


—— 


Arell Dark >> 
bord of Neng ah 


Hemricfh Acniunler 


@] rhe Lichemaster 


Reinrich Kemmler and Krell 


Wi Wemoch Kemmler was once a great Necromancer, whose 
thody and mind was blastect during 4 batth: with his rivals 
When be disowercd the tomb of Krell, he made o pact with 
fe That gods to restore himself to his former glory 


Nagash had raised the mighty Krell from his prove to fight 
gains: Sigmar, He was eventually defeated by Sigmar ane 
ih magical tomb, But Heinrich freed) the ancient 
f and sine then the rwo have w aged wor aeuinst 
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Dragon Order. Since the fall of Mood Kes 


- Réliar was once a knight of the B 


has travelled to all cecners of the Old Wad 


the hope of finding an opponcnt who can ic 


martial skills. — 


Most opponent: have = To 

| Behiar’s | combsar prowess and « 

a Soepatthing him a5 age 

Guards —Pine such opponent Tipe 

skill sudfcienily, Baron ane 
f<s he 
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the realm of the Emp ry 
ath, his heeefierced, Beliar deg 

his damnation witha, Grit 

master’s sidgarti Vampire ThAMl 


Theatre Wolves once ternorise 
Snpire but were hunted déwn agamilled 
undeath they once again hur living 
Beliar is not intgp@stec| inglinique the lin 
| the living. Ingefad he his retinue of U 
against all opponcges i : hope that oned 
will perfect his skills be able to fejol 
master, Abhorash. | 
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At first glance commanding a Vampire Counts army 

seem like a daunting proposition — all those Skeletons 

Zombies with low Weapon Skill and no march mot, 
However, when commanded properly, the Undead ar 

highly effective and terrifying force to face, Alessio Cavala —. 
gives us bis thoughts on raising an unstoppable army. 


Playing effectively with the Undead is not casy. If 
you decide to use this grisly force, vou have to 
accept that your anny, especially the infantry, will 
be quite slow (they are walking dcad after all, not 
known for their speed!) This is compensated for 
by the Undead special rules (check owt the effects 
of Fear!), the powerful characters and, of course, 
by the deadly Necrommantic magic, Mis brilliant 
magic deck is often misused — | have seen many 
Undead players rely on powerlul Necromiantic 
attack spells to win the game for them. Even if this 
sometimes works, it docs not make for an 
interesting game. A more appropriate use of those 
attuck spells is to force the enemy to exhaust his 
mapical defences, so that you get to cust the spells 
which interact with your troops, lke Raise Dead 
wie especially Varnbel's Danse Macabre, 


The Danse is the key in using your forces wt their 
best. ft allows you wo give the necessary burst of 
specced to your units, when and where |i in most 
needed. A good Undead general will be able to 
cast his Vanbel'’s Dance Macabre ai the right point 
of the game, snatching the imitiative from the 
opponent and charging in. I you catch your 
opponent off guard, the bartle is likely to be yours. 
It is vital thar you manoeuvre with geod 


coordination berween normal movement andl 

extra movement you will get in your magic pul BA 
To achicve this you need io consider your ac) ot 
in the coming magic phase while vou are 

the movement phase. tn other words, if you 

to charge an enemy, you need to move youre 

into position in your movement phase, and @ fee y 
concentrate all your efforts on casting the = Coach) 
that will allow you to get into combat in the @ panhile -y 
phase. Your battleline must be laid out to abel ping oo 
consideration this close relation becom orrack the 
movement and magic, but of course them) phe enem 
many different general tactics to start from, core uni 
F with ap 
Che Wings of the Bat — tank chas 
The diagram below shows the tactic 1 refer 7) Guy way 
‘The Wings of the Hat’. This is quite a ba everybody 
batteline, where the most powerful unit) siemy te 
distributed cvenly, allowing you to react to a chase ene 
moves while your troops advance Pte! enenv 


You have a strong centre based on resiliente, The Bat $ 
units (Skeletons and Zombies), containing B .- 4 
characters, with a screen of « few Zombies (ie he oe 
s0) 28 protection in front of them. This centre? powerful 
advance slowly towards the enemy to deliv) ap your 
killing blow in the final turns of the game 


VF VF 


erst Units (Dire Wolves. Wight cavalry and the Mack / ' , 

Coach) are on both ends of the Line. to form owo strong arid Che Bloodp fF 

Ee wings’, Their role is to fight of fst coemy units Avery difleren approach As ‘The Bloody Fang’, 4 fawwuritt of 
img to get fo your flanks, bur you can also usc them to Blood Dragon armics (it/ involves heavy cavglry, you sod...) 


mite the enemy's flanks. If they manage to break through Vake a look apthe diapram above, 
he enemy line, you will be in a strong positian with your 
fete units advancing towards an-enemy that is still dealing 
Wn a powerful Undead unit wheeling into position for a 
fink chutrge! Not ut enviable situation, 


This ts quite a predictable tactic ahd yencly to be a bir dll-or- 
nothing, but certainty has its acdvinrages, Using your cavalry 
(inclucling the fearsoine Black Coach) 4s shack trem ype, Chino 
them against the cnacmy's core units in ane simultaneous, 


. Ais what are the Vampire Bac doing so far aheagh cof devastating charge. You'll need to buy /armour for your 
Gert else? They have already been launched deep inte mounted Wights as they must perform jihe cole of heavy 
Enemy terriiory, Their role is a classic one for flying models; cavalry in this plan. This is bothpexpensive ard risky, because 
hie ehemy skirmishers, attack war machine crews and stop your cavalry have considérable striking, power when they 


the enenry from marching. charge, but if they fil to break the becmy straight wway, 
they're in deep rouble. Cavalry rg the staying puwer 
needed in a prolonged’ fight and i#@ usually overwhelmed 
eventually, For this reason I would) certainly avoid placing 
my general in the ‘first wave’. Even il your shock; troops are 
beaten, the cnemy will probably be locked in combat with 
them for a while and this will buy precious time for your 
Pimally, the Banshees and the Necenmancer arc placed in a infantry i advance. Hopefully, when your infantry is inva 
Pittal prsition, ready two lend thelr support where needed position to charge, it will face an enemy that has been 
. senously weakened by the impact of the cavalry and the 
Black Coach, / 


Pte Gat Swarms and Spirit Hosts have a similar role to each 
eer They wivance alony your flanks to progect them, and 
Bete moved in front of your infantry to! show down a 
Pye cociny, while you try to get in pdésition w charge 
rah your core infantry ; 


Getting flanks also helpy with another very cffective 
py — plaice your general in the central unit of Skeletons 
Ae lire ihe enemy Jneo the most obvious tactic when /Be very careful of enemy units trying to get around the 
Mention Wndead: kill the eneral! You know that if you / exposed lanks of your aclvancing infantry. Wf your cuvalry is 
nt His Oppartinity i your opponent, he won't be able j doing well the enemy will probably use his own flanks to 
resist fh and if you can draw the enemy into your centre charge your shock troops, instead of going for w time- 
ieterably without losing your general) and then close the / © consuming eneiptiing manoeuvre. This will generate «4 huge 
iy with Your powerful wings Of cavalry, the game is al F melee the génire of che hatilefield, where your infantry 


a 


fut ver! / will b¢fmore than happy to join the fray 
jr J ' 
Bencrals amongst you will have noticed thar the left Thee is a chance you'll waste all the points you invest in 
Be distinctly faster than the right one. because Ghouls ou fanen | simply because vou don't get 1 use them. At 
2 tet Swarms can normally move rwice as fast as Zombies times your shock troops strike so han! that oo cnemy is left 


hantefield for the infaniry w fight. Should this 
1, Ory net to kt wk TOO disapporicd VOur OppPoneni 
ubably be a linke more depressed than you are’ You 
abways try to cheer him up hs 

ting Gut that his brave warriors 
fight on in undeath, that 


Skeictons. Wis is intentional, as now vou have the Ly 
cl Your advancing infantry in a line or to hyp 
fron the left if your enemy's deployment or 
avon Oictates it. You couldgeven think of 
i allyour Cavalry on the same sidgt with your faster 
iTrating an asymmetric force thaf will hit very hard 
p diye, flunk, trying 10 exploit unbalanced batilelines. | yur Necrumincers are not 
Piityeyir this tactic quite so much because it fas A majoy icky and they will certainty 
mete — your slower flank will be unprotectéd and mo Hind good use for his 
Winerat / to nulinkiog énemies si 


/ J 


narrow path in the very beart of the 

Forest of Chalom Under the dense 
foliage the light of the day wasteduced to 
a yrey baze, but following ihe inacks lel 
by the onw he wad searching for was nor 
difficult, tt sevtned (hate atretnpe at alt 
had been made to conceal them. Alas! 
What Gn arrogant Villain (hig ajust be 
whe did not fear the cightful vengeance of 
the kenlghes of iretonnia! 


Onity thal moming, during hts long quest 
for (he Gall, Gamber had passed tho 

a woxloutters” village at the edge of ibe 
forest. “The peor men living there hail 
pleaded with him to save whem from ihe 
“Ret Knight of Chalon-. They told nim in 
despair of how this temibie wamicr had 
Hidden into their village ever tbr last four 
nights (9 abduct (Pelr sons and 
daughters. He was motinied on a Duge, 
black Warhorse amd clad in a blood-red 
sult Of ardour The device on his shieidl 
waa that of a colled, black Drigon on « 
red fleld. Laimbert recoerised Wi as one 
of the legemlary Cursed hulighis of the 
Grey: Mountaing, Cenalnty, he thougint, I 
Wilt @ Urlal eet iy the Lady on his queat 
for the Grall, and so Be fad the 
dark forest, 


Un de lien light of the sunset, the path Led 
him to a Clearing. And then he was! 
Standing fn the middle of the email glade, 
his opponent seemed to be waiting for 
him, Wiis hel was on the ground, so 
Lambert could s¢¢ the long mane of thin, 
Slack hair thu contrasted §0 Intensely 
wlth his pale complesion gs well as with 
Wits climeon, plate armcur. 


"| am Larabert de Lille, knlebt of 
Bretonnila. MoU Your Sleed and prepare 
te ght. Moy the beady give me the 
4trength bo strike you down and put ar 
end to your evil deedst" sounded, che 
proud challenge of the Questing Knight, 


| eon de Lillaz was riding along a 


of the Blood Dragons’ 
Sounding Vampire Lord, Abborash of the Blood. 


Sir Cambert and the Red Right 


Mier a lew seconds of lense silence. the 
red Anigit spoke in @ calm and confident 
volte, "You should not be so concerned 
about the fate of commoficrs, young 
Lambern. They wre noc worth what you 
ate riskliig. Mle (ightis meaningless, you 
have no hope of defeating me and | have 
no olntercst In such «om wHeven 
Oonifrontathen. Marthermare, | am alncatty 
sated with the blood af those peasants 
and) do ny weed lo Lake your Wife Wide 
away, boy. 


A Wosfeatu! At first Lamberr was 
astonished, bi then w deep. cage filled 
hit, He lowered his lande and spurred his 
warms, clarging the Vampire, with a 
shoul of “For the Lady and (he King!™ The 
red knight did mot mowe and Lambert's 
ince found jG mark. The shat shattered 
ie the Kaight galloped by hie opponecni 
Jbe Bretonnian was immediaiely Med by 
B sense of triuitiph, Every oppongic he 
had hit the that hed been skewered and 
lain by (he Irresistible force of his lance. 
Nothing could withstand such a terrible 
Ipc! Launbert halted his warhorse anc 
Hired. ( around, 


The Vampire was Still Wiping. The lance 
had peneipiied Ws chest jist under the 
Collar Done Od the tip was now 
rottuding farm below his shoulder 
late «The efcaiure worned slowly 
wwards Lambert. pulled the thick, 
wooden shalt ont of his body and 
dropped 1) with oan natural 
ndachadance. ") tokd you thar yeu cannot 
win thi combat, boy. | will not repeal 
my eel Again. Now leave.~ 


"Pechupa you are fight. creature of tho 


night, perhaps | cannot defeat ron, Bot) 
am a Keight and | will mever break: my 
code of hongur. Terath 14 preferable to 
cownrdice! Defend yourself!” Orawing his 
aword, Lawibert attacked again. When he 
reached (he mnemy, he swong hls’ sword 
ina wile, dowdly are, 


of Blood 


By Tuomas Pirinen (story by Alessio Cavatore) 
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Exclusive to White Dwarf, over the coming months we wand cont 
be bringing you expanded background for the four Vampibrourht a 
bloodlines in the Vampire Counts armies book. This month Tuomas te 
ancient beginnings in Labmia and thet? avoid « 


Vampires. 


and hard, 
forbidden : 
and alcher 
Histilled f 


This time the Virmpire 
blinding speed lia feng ’ 
grasped ‘Liarilet"s Tht, wee 
ensily stopped the charng warty 
a second the nyes al (he wo warrl kings ‘ 
Lagking intd those be pools al imkingdoms. 


darkness, 3 Onderstond thal @efend Nay 


Were powers | (he world agalner y 
lu Wan lowe ial mth Lrg 


Aung him Uke a jeipper inc @ 


Lamber| osha) (alist @ tid 

darkne¢s enenifed him. re nobles 
When he opened big eye the ost Eerie n 
was in front O! With, 0 gad eile : = 
lips. Lambert realised he had & See 
thrown over the saddle of Ws owe, The ¢ 


Re tied jo mover, bot hi ba mined. a 
overwhelmed by pat amd hie omiey no | 
didn't respond to bis will mirrors oT 


"Lam sparing wour thie: ae Fatted to 5] 
foughi with courage 'm fight th 
(rest; you lave saved yonp C lt alone 
peasants, sc your pride iy intact, Supeenatir: 


your magniflcent sword Wa yee viol pot the true 
Village. There you will feat ond Ali@reat Tem) 
that you Gyn Comte Your quest rea wer 


comple i, you wil” hecame vi ee fluid 
Inieneeting opponent gad ma 

have a toler chet i! we Mev" ; = amon 
name ly Caleb, of the Onder of the Mibey selecte 
Dragon; and if you learnt somethinglinteiligent < 
Laight s eipenenmy. you will WM @helr damn: 
aficr me befon> you are feady. Re ancien 


well knight of Mretonnia ~ Bisonese ; 
After the Vampire disappears! Walgaard. 1 
darks. Lambert rieulieead (hae was ohne 


inderd learnt something. (le had Bauehy the’e 
Weght 2 hard bal necessary ies ih mia: 
now did he obderstand thot Mg, 
lacking one oF the mvont mpi, 
hort V Virtiies. Toe reach perfection 
ace ihe Grall/o Roight needed hee 
He pratsed ihe Lady for this cevtihe 
and then ‘alipped ance 
uno CWEEK 


il Vampires inherit the traits and 
Pa saraceristics of thelr Unedead 

forelathers. The Blood Dragon 
Vampires are the greatest warriors 
amongst the lords of Undeath, for the 
first of their family was Abhorash, the 
Tod of Blood, and the supreme warrlol 
amonest the nobles of Lahmia, All of 
(ise Vampire knights share some of 
he biighied and tragic destiny of thelr 
ioefathers 


The story of the Blood Dragons began 
Ret millennia ago, far in the South, in 
the land of Khem. It was here that the 
Sreatesi of al] Nectomancers, Nagash 
the Black, was bom. and here he 
Sree ihe an of Necromancy, the 
See macical art which can summon 
See pnirol the dead His evil deeds 


Sieeit about the creation of the 
fexcepres 


Te avoid death Nagash laboured long 
Qa her, and delved deep into the 
Pablaten ans He studied black magic 
om aichemy, and created a formula 
Saenled from human blood which 
@eamird ciernal life to its user, though 
Mttenible cost. 


im Nagas feigned over Khemri but 
Sially his evil attracted the wrath of 
she ngs who miled the neighbouring 
Muecims. Undead legions marched to 
Been Nagash, but after a long and 
erie War Nagash was defeated, 
Palen was sacked, and the secret ol 
ie Glikir of Life was stolen by the 
ples of Labia. 


Me pobles of Lahmia took the Elixir 
mem their city and started 
Spementing with it. |t gave them 
fetal life but also exacted a terrible 
The proud nobles became pale 
imied and fanged like predators, 
ier Mo longer cast a réfection In 
fee OF the siirlace of wafer. They 
een the sunlight and during 
ob they hinted for huiman blood 
Br alone could slake pheit horrible 
emul (hist They were the first 
mie Vampires. They built the 
: Semple of Blood where thets 
Ewer diagetd to have their life 
ee Guids drunk like wine 


Se amongst the citizens of Lahmia 
feaeetied the best, strongest, most 
een and beautiful to join them in 
mmidaltlon. There was a warrior in 
ie city of Lahmia, greatest 
fapiains of the King's 
hehe sitong and virtuous, 
Bi featchless fighter, and he soon 
muthoeye of Neferata, the Queen of 
a7, Thus Abhoragh was 
longed before the mistress of the 
yO! Bload, and he/was given 
Me drink in honour,ol Wis queen 
Ren be lifted the cupste his lps, his 
Se Wes SAuled ond dimnation seized 
aii (ron grip as WP drank. Wis mind 


filled with visions of death and blood, 
for he had been given the Elixir of Life 
Soon the raves of the sum started to sear 
his akin and he no longer felt the need 
for meal of waiter. Instead a fergole 
ihirst for the Blood of living men Started 
to plague him. Long Abhorash fought 
the urge to prey upoo his people, put 
the Necromantic powers invested in the 
Elixir of Life were too strong. and 
Ninaliy he succumbed. In a singe nigat 
of rage Abhoragh slew twelve men afd 

women, He dfained them /@f blood) to 
quench his unnatural thirst Only/afier 
he had doneAhe déed did HE understand 
what had happened 


tt is sald that Abhorash pgpt tears of 
bloml for the murdered dyn aml from 
that day on he travelléd phe dysert to 
prey upon the scattegsd Agmads instead 
of his own people. ae yywed w learn a 
discipline/to keegthjg raging thirst 
under control, andipraytised the way of 
the #wartrior (ogmgyness his great 
str@mzth under ie igen will 


ADNOrash rose mruigKly in the ranks of 
yne Vamplra naples until he became the 
supreme chhwhander of the Lahmian 
armies. He was given the honourary 


title of the Lord of Blood and he busied 
himself in bringing taw and order to the 
kingdom. While Lahmia was in many 
ways a city of olghtmares where the 
ivory-faced aristocrats hunted for blood 
during night, there was at least order in 
the kingdom. Laws were upheld and 
bandits were keptin check. The ene 
were so afraid of their immortal 
overlords that cormuption and bribery 
became virtually unknown in Lahmia 


But the Vampire nobles of Lahmia were 
above the laws set by Abhorash. 
Despite his warmings they often hunted 
lor human blood in the lands of other 
kings. This finally raised the other 
kingdoms suspicions and Abhorash 
could only watch as the arrogant 
Vampires roused the rulers of Numas, 
Zandrl and Raselra against Laliumia 


Then came the day when the kings of 
Khemn forged the grand alllance, Their 
countless armies marched over the 
World's Edge Mountains and thus was 
came to Lahmia. For many long years 
Abhorash led the defence of his 
homeland and won many 
battles, But inch by inch, the 
vast armies of Khemri forced 


Abhorash 
back. Finally 
the gates. ol Lahimila itself were 
broken, and the ancient tombs, 
pyramids and high spires of 
Lahmia were toppled. Even the 
great library was burned down. 
Street by street. building by 
building, (he Khemrian soldiers 
fought thelr way towards the 
Temple of Blood 

Here <Abhorash Jed the 
bodyguard of Queen Nelerata 
in a last, hopeless defence of 
the Teniple of Blood, bur as 
fires raged all around him he 
was forced to retreat. As the 
great Temple of Blow 
collapsed, the keening cry of 
Abhorash echoed throughout 
the city. He had failed as a 
warrior, and his beloved city 
Was TO MvEe 


Abhorash was = trreversibly 
changed itis he saw his 
beautiful city razed and his 
people slaughtered, He vowed 
to be the enemy of all mankind 
for #lernity. He turned his back 
to the lands of the South and 
fought his way through the 
blazing sirceis. While the other 
Vampire Lords collected as 


the ruins as (they 


many treasures and riches from 
could, 
Abhorash took only his 
weapons and armour with him 
to exile. Four of his Vampiric 
minions followed him as they 
fought their way through the 
siege of Lahmiia 


Few of the Yampires escaped 
ihe pursult of the vengeful 
Khemrans. Abhborash did nol 
join the other immortal 
aristocmis in their exile. We 
forsook thicir company. cursing 
them lor their arrogance which 
hat brought the armies of 
Khemri to the gates of Lahmia 
Abhorash despised the other 
Vampires. To him, their lack of 
control made them litthe better 
than animals. 


The Lord of Blood headed north 
with lis disciples, seeking a 
sign which would give a new 
purpose (o his existence. Alter 
many years he came to a 
mountain with a pinnacle 
wreathed in fire. Abhorash was 
Strangely drawn to this lonely 
mountaintop and, ignoring rhe 
advice of his lollowers, he 
decided to seale the Face. 


AS <Abhorash reached the 


summit, a blood-red Dragon of 


immense size emerged from the 
crater and descended on the 
Vampire Lord. At the prospect 
of tésting his martial abilities 
to the full, Abhorash drew his 
sword. For af entire night 
Abhorash and the great Wyrm 
fought and in the end the 
Vampire Was victorious. As the 
Dragon lashed in its death 
throes, Abhorash seized Its 
throat with his fangs and 
drank deep, Intoxicated by the 
blood of the Dragon, Abhorash 
cast the broken carcass of ihe 
Red Dragon down from the 
mountaintop and emitted an 


exultant cry of victory. 
search had ended. Afie 
drinking the blood of @ 
Dragon, Abhorash no longe 
craved the vitae of men. He ha 
found an escape from the cus 
of Vampirism. He had becom 
the ultimate warrior, a me 
with the strength and powell 
ol a Vampire, who had no net 
lO hunt for blood 


Now he hid his vamp 
minions to go forth and hom 
thelr martial skills. so whi 
their prowess equalled his om 
they could also escape 
curse of Vampitism and becum 
free of the predator ins 
them. Thus he told his curse 
followers: | will watch you am 
when | decree that you a 
teady, | shall call you, The 
bid his warmiors go forth ail 
perfect thelr martial skills a 
find others worthy of join 
his immortal warriors. 


Since these days Abhors® 
immortal sons have calle 
themselves Blood Dragons 

the memory of the fe 
Dragon vanquished by tw 
mighty sire, and they hay 
sought to perfect their mani 
abilities in order to be wort 
enough to rejoin with the 
maser 


To this day the Vamplie® 
Abhoerash’s bloodline bela 
that somewhere. in a dark 
shadowy comer of the waa 
where the face of sun is new 
seen, Abhorash waits for 
return of his immorta! sonst 
his mountain home. 


The Blood Dragen Vampin 
took names and guises whi 
would not raise suspiclons ef 
studied the languages mf 
spoke in different comen® 
the world 
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: & the Blood Dragons. many became 

iD) Miamous in the kingdotis of men 

» ©) Welach of the House of Harkon, the 

= Taveuni of Abhorash’s minions 

= Gaveltes north. to the land which men 

E Talled the Empire Here he entered the 

dj Wales of the Bloc Keep and 

d Challenged the entire order ol 

< icmplars io battle, One by 

c one he Slew the kilighits and 

id iiclr men-at-arms. To 

d those tie found worthy he 

2 gave il portion e re 
ns blood and gifted 
them the curse of 
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' ke feaned over the Undead knights 
» a fom hep was raked by (the 
ps and witch hunters of the 
1 Sele Though the knigits pf Blood 
Bato are by far the most famous of the 
apie khighis chey ane by no means 
my sons of Abhorash. in tht lands 
Tiled, Esiglia/ Araby and @retonnia 
ere ate Aly legends of Vampire 
ferrigtt ne’ most infamous of them 
wane Yeendary Red Duke, the 
aco ge oy Agultaine. This mighty and 
Oe Vatnpjre Lord rose in the land ol! 
| rete $d dnd only after the fierce and 

attle of Geren Fields did the 
i oF Aquitaine yanguist the 
Peal legions of thewMed Duke, Put 
ST His army was destroyed, the 
Hef Duke escapedgand was never 


caught, and many believe that be still 
lurks in the mountains or wacklcss 
forests of Bretonnla. Add who ¢ad say 
where else Blood /Dfagons can be 
found? Perhaps in the guise of 9 prowd 
hermit warrior #iving high /in the 
Moun Lains pedecting his martial 
disciplines. Hiw many maichti¢egs 
assassins hideAvory skin and the fangs 
of predators Pehind their qyasks? How 
Many kolghs ol the secl@fied templar 
orders arf, in realig’, immertal 
creatures of darkness? Mooi Dragons 
can be found guardipe) places like 
bridges and fords, challcAging all who 
pass by to test thelr, mgyte ang hone 
their combat skiilg,; fod Dragons 
strive for perlectiog Agd? they practice 
different fighting #tvies unceasingly. 
But the page insig® giem rarely gives 
thegi peace. Thy Mipod Dragons are 
brgtding and Merfieated with the 
iragedy of thg hex greatness of man. 
Uniike the pgrgtiolis Vampire Lords of 
Sylvania, fhgy Blood Dragons never 


atlempred rt faln supremacy over 


entire nations. Nor do they try to raise 
hoge armies, preferring 
consisting of Wight men-at-arms to act 
as hideous parodies of the retinues ol 
mortal nobles, The principles and 
ideals of the Blood Dragons are more 
concemed with the martial prowess of 
individuals, rather than attempting to 
cieate empires. 


iOTces 


But when challenged lo come lO War 
the Blood Dragons are terrible in thet 
wrath. Though less powerful than 
many other lords of Undeath in the art 
of Necromancy, they can still summon 
Undead hordes to fight for them In the 
field of battle, and thelr prowess in 
combat is second la none 


5 ae 


to stop the best enemy * 


wnits for at lest one 
tirn, te protect the 
flanks of your beltletine 
and to take cape of small 
enwpay tnits, like the 
ge Ge war machinws. 


ble as'the generals 
of small armies Cup to 
2.000 poinis) and are a 


Beod — tat sions) 


Banshee. This ethereal 


Spin! tune of the 
niost powerfial 
creatures tn the 
Varnpire Counts crmy 
~ tts bow! cert wuastly! 
derastate writs of 


. eak-udtlect trenupis 


| Ghouls rire ar Skeletons never fleranda ~ « An ememy tortld (het és 
ULE Aton het Necromancer can raise neu Seelepons surrounded by a 
tiett, capable of fo bolster their unil strenerh encogiqy revival of Zon bie, 
holding jy arerfil the cae (re wer of attritiun were which fight a the magic 
henties Jong enc by is ata big discetrantage, (nels Dbase ditd risé iagetin to 
for a derisg charge cone wilh a variety of atapions cd attack it yredter 

| britie flanie hy qrmonr ane this wet is Coenen! numbers, risky eventreally 
mathe (nedevad carci by a Wight, @ beoetly armonped leader fosing Jie combat. 


Necromancer. Thie fins unt of Skeletons fra fiestroie mnils if 
mortal wizard ts iy tel by a@ Wraith, Dire Wolves can autilank 
asefel to beep puter ane of the best unit fhe crcmiy aid Lake prey 
yf Crant bx Army moning with Chinpians bi, the rank bonuses from appasiiny 
ait!) Aecoise they Winbel s Danse any ft i erhberea!, Ferme eserves tn 
filed): to get chore Macwbre and banc Cas ternur cana is combatavbite farger pucks 
the enerney awry spells te replenish rmed wt @ diuble- can rush forward and 
apivick}, pour ranks Preaniadted doretce cam, atteck the erent) berlin, 


JD Eldar arc one of the most twisted and cruel races 


the Warhammer 40,000 universe. They are evil, pirat 
raiders who strike without warning. killing or enslaving all ¥ 
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destructive forces of 
fighting force. 


fy Kabel (Lord 
Cov Therpe 


The month's release of the Dark Eldar Ravager sees tha 
forcos of the evil ones all but complete. | thought | would 
mark (Nis momentous occasion with some sage advice on 
Oark Eldar tactics, now that all the tools of destruction are at 
your disposal As you will see, I've broken this down into 
sworal sections, detailing how to be victorious against the 
ohe! major moes of the 40K universe, First up though, a 
lew tomindars about general Dark Eldar strategy 


OVERALL TACTICS 

Summed up briefly, the Dark Eldar anny is bes! described 
as Fest bul Fragile. Never, aver, aver forge! this. Fast but 
Pragee., Fost but Fragile frapeal ad infinitum et nauseum), 
Whilever your mission, whoever you are facing, and 
gororally regardless of what's in your anmy, the Fast but 
Frgila approach ts lhe best. Pul simply, this means you are 
qoing 1d have to oul-fight pour enemy, rot out-shoot them. If 
you sit about trading shots with tha whole opposing army, 
OU wll como off worse. Even agains! Orks (yes. even 
ena! Orks, thats what! said), This & because your 
ery will ether oulnumber you or be tougher and more 
ered than you. So, waddya do’ 


fou don’) figh! them head-on and all at one time. You pick 
0) hen Dt by bit, obliterating them a piece at a time. You 
‘Neak up through whatever ferain there is and then 
powide, everything in your vile hos! smashing into 4 small 
pul ol ihe enemy anny al once, Then you either cary 
Inrough, how having a distinct advantage, or you melt away, 


DEATH 


With the dreaded Ravager released this month, the Dark 
Eldar have almost all the tools they need to complete 
their evil tasks. Kabal Lord Gav Thorpe gives budding 
Archons a slice of his dark wisdom, on how to meld the 


the Dark Eldar into an effective 


hiding from reprisal. Another important (hing to remember ts 
that winning the battle doesn'l always mean killing the 
enemy, If you're playing a Cleanse, Night Fight or Recon 
and the opposing Imperial Guard force is camped in its 
deployment zone, you dort have to charge into their 
massed guns, Of no, you're smarter and snealier than that 
(7 you're nol, you won't win many games). You duck and 
tive, keeping out of sight as much as possible, taking the 
odd pot-shot with your dark lances and splinter cannons, 
annoying ihe hell oul of your opponent. This will ead to one 
of wo eventualites 


The first is that your opponent gets so annoyed that he 
starts allacking, moving oul from his delensive position to 
get lines of sight to your squads and so on (or trying to 
complete ihe mission himself). If ha dons this, than youve 
got him, Your piratical force is much mora adept at fighting 
on the move, whilst Space Mannes and Imperial Guard are 
better firing from a static position, Once you have your 
opponent moving about, his army will also begin to split up, 
quads will get isolated and so forth. This ¢ when you sinke 
hardest, when the enemy units have lost the suppor of their 
comrades, when you can perform a sweeping advance 
withou!l plunging towards every single unit in ihe enemy 
anmy. And if things start to get a bit dangerous, just pull your 
Squads oul and quit while you're ahead, There's no such 
ihing as cowardice in the Dark Eldar language, just 
enlightened sell interest. 
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A Dark Eidar Rader squad assaults Eider Dire Avengers 


The other possible result of your alinking around is that your 
opponent will do nothing. He'll be scared to move from his 
well-delencded position, loaving you free to roan At will. If 
‘his happens, you've got him os well, i you're playing for 
lable quarters. for example, Wer you'll have three and he 
has one for even pone i! yOu super-sheaksome). Like | 
said, you win the game even I you didn't kill the enemy, All 
af this can be boiled down to one phrase — fight the enemy 
on your farms, not nis. Move around a lot, make feints and 
swilly reposition units from place to place. Baffle the hall 
cut of hin and then while he's chasing shadows (wall, 
Mandmkes), ave him a thorough kicking. You have an 
extreme anny, 50 use extreme plats. Mass your forces, 
move wast distances, never do anyihing hall-hearted. Could 
i be simpler? Wall yes, bul Inet doesri'l matter hecauso 
you're a cunning, shitty Dark Eldar Lord. nol some halt: 
witted Imperial Guard dullared. 


Another top lip is whal to do with your Raiders afftey your 
\ints have disembarked from (ham, Some people have 
hem hanging around sniping af eneny tanks with their dark 
lanoes, but this isn‘! always th best thing. Many players 
can't rosist taking a shot at your Ifansport, so many Raiders 
aie taken down alter they lve. ditched their unit 
Unfortunately, this means thal if the squad gets into troublo, 
they have to get oul of ton foot, A much better proposition 
is lo drop your troops and then hide the Raiders nearby so 
inal they're ready to zoom in and) quickly reposition your 
squads in a later tun. 


On, and always get a shadow field for your Archer... 


FIGHTING SPACE MARINES 
This can be tough, bul is far trom impossible. In all 
likelihood you will outrumber your enemies. This means 
inal you should try to move in Such a way as to bring the 
entirely of your farce fo Dear on the Space Marines in one 
attack if you Ihrow yourselves of the Spate Mannes a 
couple of units al a ime, you'll be gunnod down easily. On 
the other hand, it tho Space Marine commander is suddanly 
faced with a weil co-ordinatet! altack by Raider squats, 
Mandrakes, Wyches, Ravagers and your Lord with his 
» Mncubl, theres a distinct possibility that there'll be too 
# much for his forces fo handle. 


Don Worry ae how the enemy is gomg to kill 

you. worry how woure gomp ro hill the cnemy 

~ Forget and you will cod wp Nighting phantoms that 
|} don't exist and your enemy has already won 

Abfribuled ta Wel cays. Dark Eldar Lard 


Gav's list of good things fo fight Space Marines with: 

, blasfers, lots of Ineub/ jorofectad by a 
leider squad or hwo fo inferpose themselves belween your 
Lords Raider and the enemy), agonisers (ignore armour 


and always wound on @ 4), poisoned blades (2+ to wound, 


bul armour saves allowed unfortunately), Scourges willl 
dark lances. Talos. 


FIGHTING IMPERIAL GUARD 
Fighting impenal Guard is a but ike wrestling jelly — 
seal steeriglie tdi ere, but "hero always seems Ww be 
6 More around (by the way, | have navar wrestled jelly 
this is pure hypothesis). The (mperial Guard are probably 
tho toughest [de fo face with a Dark Eldar army, and | 
heartily recommend thal you on no account try to Actually 


kill any of therm unless you have to (ie, the battle is decides 


on victory paints). f you do have to kill them, try to avoid the 
bulk of their fire and position yoursell where you can targal 
one of lwo enemy units anc therefore only one or two can 
targe! you back (watch out for barrages such as (hose trom 
mortars and Gntfons), Kill the squads you can see and then 
move on. In no situation should you ever, ever engage the 
imperial Guard in a firefight on ‘equal’ terms. Never, oye 
oat ma? i youre lucky, the mixsion will pul @ lol. of tho 
enemy army in reserve, in which case | suggest you try tc 
kill ad rhuch as possible as it Comes onlo ihe tabletop. Alloe 
thom to mass in strength and youll have a hard time. 


Gav's list of stuff to kil lots of imperial Guard: 
Dork lances {| just Ihe fove Ina way Guard players moa! 
that dark lances treaf jhe Leman Auss front arnour as 
tal), shiedders (for that dig blast effect), War Beasts an 

hes (Guard are hopeless if) assault, but make sure you 

don't gel blasted fo pieces /h 4 sweeping advance) 
Alenvers, terrovfex, Grofesques fanythirig up lo a heavy 
bofer can be ignored, but watch for Strength & muib- 
aeers), destructors, webway po/tal (placed behind cover hy) 
the Sybante of a Haider squad), 


FIGHTING ORKS 
Thora's lots af them and they'é Toughooss 4 Oh, and 
they'll rip you apart in an assault i! you let them. Having 
cunningly just asked Andy Chambers what frightans’ nim 
most about fighting Dark Eldar, I've got the following 
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Niermnatan, Firepower and monility are fhe hey. Yeah, 
joan. | snow | said thal even Ofte can oulshool You, and 
Hiel's etl nue it you take on all (he Orke atonce Take on 
@citghe mab with three or tour of your Aquads at one time 
hugh, and ith an entirely differant matier — shredded 
Ovke. It you're canny enough, there is fo feason why the 
Cvka shoulel even get Inta cornmeal wih you unless you 
worl ther to, Generally, you Won't want ther to because 
the Yast majority of your lighters hit at Strength 3m an 
Ana making your chances of killing tots of Orks wilh 
088 Combai very slim indeed. Don’) fall into the tap of 
Trang What to saved the enemy you fave io move away 
trom) Ihert, A good frick is to lot the Orks Gome at you fora 
coypie of tums (killing thew boy? with splinter cannons and 
WUng dan lances against new armaur all the while), and 
ier Tapping down eech side of ihem as quickly as 
pousinhe so thal they have to fun round and come all the 
way back again, This will stop you getting boxed against a 
Whit adgo and allows you Ja move around fo capture 
wriitory (such as in Recor, Bille Claanse or Night Fight). 


Gav's list of weapons and wargear that kill lots of 
Orks, Alwidders, destruofors, sciesqhands/poisoned 
fades, soulseeker ammuniion Aavagers with 
fivegaios, Scoumges wih solintar cannons (woeor-loo 
6 dice a ture), Reavers (Srrengit 4 in combat, can rapid 
wo wer splinter vies and burze off 24° when the 
qreencins oe! close), Mandvaxes (for annoyance value). 


FIGHTING CRAFTWORLD ELDAR 

iy BXpereine any fight between two Eldar forces will 
widoubledy be bloody: Both armies can deal outa lot of 
ane when used well, and neither can really sustain 
much damage either There ara two factors to consicler 
when lighting Craftword Eldar, which sort of balance each 
ober qd, Firstly, the Crattword Eldar de have some tough 
Ui euch as Wraithlonis. Wrallliquanh Sinking Scorpions 
ov Wan Spiders. while you only really have the (ncuhi 
Ais new wehicies are befier armoured than yours. On the 
ve Sade many of hese units cost quite e lew. points, 
wecmlly tha Wave Sepents and Falcons which the 
Clitword Eldar rely upon for breinsportation. Conversely 
ow Raiders are very lightly annqured, bul thay cost anly 
i Nit }o a thud of the enemy's transports, 50 make tho 
most Ol them! The old Fast hut Fragite lore still apples, but 
eter Gut lor fash roving .enemy Units as well — it might fer 
(goed Idea to Keap a Warrior of Wyah aquad in a Farce, 
ol Neck io pounce on any Craftword Eldar that move 
oul ioe fas In panicular watch oul for Howling 
heinees squads Inang io gel iit combat with your 
cute 


Gav's list of horrendous of war that ill the 
misguided Crattworld Eldar: Pratty much anyitwig really 
Gepeanding on whal you face, You) wan! blasiers, 
disinjegrmian and dark lances for the heavy moos ane 
vehicles, whilst ints of spliniar cannans and shredders will 
make a faal mess of ther Guardians A good mix of 
firepower and clase cambar ability 3 probably needed 


FIGHTING TYRANIDS 

Tyrants ana a scary prospect, they've gol some good 
weapons and some really scary close combal troops. 
However, Nave a look in your own ery Wat and what do 
you see? Good weapons and some Scary close combat 
Troops plus lots of speed and manoeuvaility There is no 
reason. why you should sit around while thal mass of 
Beasties comes fearing towards you. Use Raiders to move 
around, making the anemy pay for every inch of tabla they 
cross. You've gol some big guns ike cisinlegrators and 
dark Janens for shoolnG down big boastes. plus splinter 
cannons and blasters for chewing (hough the inevitable 
horde of Hornmagauriis, ‘Stealefs. Gargoyles and 
Termagants Don't forget that most of (hese creatures have 
A low armour save so even Wyches and Warp Beasts can 
Qo 0 laW amount of damage to than (oncapl the ‘Sleaters 
of course = just shool the hell oul ol them) Don't forget that 
they need Bs jo hit Raiders and Ravagers in close combat, 
sot! you do ge! Poured upon. pump on te meanest Rammer 
lor Serng Safety 


Gav's list of the best things fo blow apart bug-eyed 
monsters: Aaider squads with splinter cannons, Reavers 
wilh blisters, Stoutge squads will aplinfer cannons, dark 
lances, Warrior squads with splinter cannes, cisruptors. 
Archens fetinue with splinter cannons, Wyches with 
shredders. Did | mention splinter cannans? 


FIGHTING CHAOS SPACE MARINES 
All (he comments that apply to imperial Space Mannes are 
appropriale fay thelr Cnacs counterpare loo. However, 
boomin mind thal ine Chane Space Maine army does have 
some lighter units in the form of Daemons £0 never forget 
inose splinter cannons. Wamp Goosta are particularly 
aporoprialé anamies for Daemoris, and Gan moke a bit of 
a mess of therm in combat as well 
Alec, wateh out for Greater Daomens 
possessing people. If This happens, 
get aa for sway as possible, as 
quickly a8 possible. 


Well thal's || for now. Remember — 
Fast bu! Fragile 


taking a positive delight in the infliction of 
pair and mosery. Yel there m something which 
tills ther race with an utter dread, that dives 
(hem iwte ever more despicable acts of wanton 
bloodshed and torture; the Great Enemy: the 
One Who Thirsis What the relationship 
between the Great Esemy ond the Dark Eldar 
& i & wmpossible fe any Although the Dark 
Elda revel mm their own eackedsess and evil 
there @ a desperation about them: an all- 
CONS TL horror that forces them ia hall and 
maim each other, to fall upow ther prey 
withowt mercy, as if ihew very surveval 
depended upon the extremity of the prievous 
deeds they periormy 
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INFERNO ts brought to you 
from the heart of the Bluck 
Library. tt is our bi-monthly 


anthology ol short stories. 
uscratcd lewtures, con 
strips anal much, much 
more, all set in the curk 
and gothic wiorleds cl 
Warlammer arn 
Warhaner a0) Od 


Si you cojov plying Our 
munes and want to learn 
more about the worlds i 
which they ane set, then 
make sure you pick uy the 

Loest copy of (NEERING 


Each episode is jam-packed 
with literally liacds and 
loads of great Warhamoes 
ficion and features, and 
mue 15 is no coe pnon 


ewe por hour laniasic 
shut sLorics, inching 2 


scar aoe Cheha = 68 STORMING PAGES OF FICTION AND aie 
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fwesome cutaway through AND WARHAMMER 40,000 FOR ONLY £5 


u Basilisk artillery gun 
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| Got all the (atest news about the Black Library al our cool website: http://wwrw. black!ibrary co, lik 


a 


Agebioum 
Pail blindley 


all started with ine Dark Elf army | had bean collecting for 

Warhanmne: Alter years of collacting. painting and hard 

ming | fancied @ Change. tt wes at this time thal Codex 

) Dark Eldar appeared. It was only natural that a tested Dark 

Ef goneral tke myself would find the Dark Eldar appealing 
| uae Coulis! negisi the temptation. 


t actually took me quite @ jong time to get around to 
patting my army of Dark Eldar (too many moniatures and 
evel enough time), But when | finally made the effort, tt 
ayy bhak abot a month to conver! and paul my Gore force 
ot Dark Eldar 


The list thig | had to do was_decide what colours | would 
jan, | Wanted (he anny to have an overall dark and moody 
sok ld tl, so this had to bo reflected in tha colours that ! 
chose } took a cue from my Bere Elf army. They alreddy 
had & strong look of dart blues, purples and metals, Now | 
ove he litish you gat from dean purple highlighted up, so 
ideoded to usa Liche and Warlock Purple as my main 
Sa FS, 
250 walled my bases to be diferent from tha morn 
‘"iniona) green. | wed Gravel and painted them in more 
‘a then Géour of black. drybrushed wih grey (thoy 
ssiociy match the gaming board m the Nolingham shop) 
| wet io work and the Kabal of the Broken Soul was born 
i) ek shape Over the next couple of pages | will try lo 
‘lin [he Gonverons and ideas that went into my army 


BROKEN SOUL TACTICS 


| OVE never mel an army general who really enjoys 
revealing his tactics, We all like lo keep these little aces lo 
Unelver. But wih the menacing presence of Dark Lord 
4 Hick hangng over me. | feel must part with some of the 


| mr) iV Papal 


coveted Archon and retinue of ineuii 


WARHAMMER \ 


40n.990 


DEEP PURPLE - 


On a recent trip to our Nottingham store Fat 
Bloke noticed a rather splendid Dark Eldar army 
belonging to Paul Handley, who works in the store 
{he’s since moved to the Loughborough 

store). It didn’t take much persuasion to 

have him bring it to the White Dwarf —~ am. |! 
bunker and tell us about it. 


aby 


essons bt Paiwe 
IAA Using this army. 


The main thing about a Dark Eldar ary 6 thal ey are 
axtromely fragile. They are more ‘typically’ Eldar m ial 
espect than the Craftworld Eldar, So | iry to keep 
everyihing moving as fast ac ican towards Ihe anerny. | 
have reflected this with my army selecton. keeping as 
fast and agile as possible. My anmy has nol gol any 
weapons thal | cannot move and finn with. This holps tp 
keep from being pinned down, All my squads cary 
weapons thal are capable of taking oul heavy armour and 
heavily armoured troops with ease (| have the full quota of 
blasters!), | then assign tasks to each part of my anny and 
make Gure hey cany them out. 


My Talos (a more recent addition) has the simple tisk of 
ploughing forwards and drawing a5 much heavy fire as 
possible away from the rest of my army. The Reavers also 
have a similar job, although they usual charge siraighl al 
the nearest heavy weapon squad al full turbo, Thelr 
invulnerable save if a real bonus and it's really cool to 
watch you opponents disbelief as plasma cannons and 
fascannons bounce off them, 


\ load my two Raiders up wiih a Raider squad and Wyches, 
i ity lo get them mio the middle of the baltle as soon 23 
possiile. leaping off the Randers and into an assaull o io 
caplure an objective. These are followed up by my Warrior 
squad and Retinue, who also move up the battlefield finng 
shots off al whatever is foolish enough to come near therm 
50 my basic tactic is to go in with everything I've gol, keep 
(he pressure on my opponent and don’! allow him to go on 
the offensive. As long as you control the battle you will win 
lhe game! — Now onto my anny. 
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i deqded (haf al my Wyenhes woud | 
(ike the Dark EW Wile Efves), The 
called for jots of converting. A lot of i jt 


very simple weapon swaps oF hi 


make the most of the threo different (a 
Modes avaeilaie 
The hardest thing was decioiig 
Screme./ (HOw ne Was GN | 
and ihen | saw ihe paint job on Chis F 
own Wiches and | knew thal bigck ¥ 
cojour for me, Oniy fhe Suecubus’ he 
painted red sa hey cauld easily ie pice 
To keep with the theme of (he reat of its 
in the army, my Aoaver squad just he 
female as well, Tive took the large! i 
my converted squads, as they al 
forso SWoes = ul | arn peas 


Reaver jetike squad 
"NO.! Don't kill them 
all, leave qust one 
survivor 

The terror will be 

sweeter when he finds 

his {riends and we find 
them all! 


Archan ol tic trolen Saal 


. 
Paul Handley’ Dark Eldar Army 


THE KABAL OF THE BROKEN SOUL 


= 
== 
a & Aor rasa 
—— lwanted my Warrior 
i squad (below) and 
= Raider squad (left) to 
have @ unigue toox to 
Inert 
Ther poses were 
haavily influenced by 
various action films 
come books, COMnpUTeY 
games and fe Aunt 
Dark Eldar Briffiant Tao 
aficle in WO22? 


jo ostingws) them 
from the rest of the 
squad, bot of my 
Sybariles are metal 
The way my opponent 
KNOWS the other 


Fa 


mons 2 jus! aimed 
wl) cose combat} 


weapons for effect 
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as Wy Archon is My 
lavourve coviversic. | 
wanted him to jook 


COTY UAGLA ; As 


all Anchons should ba) 
He is built from a 
Basic Dark Elda 
mode, using speniey 
Ganien ans. a sword 
fom a thAagos Soac 
Marne and the plastic 
Chaos Warrior cloak 
and froaphnnes 

i painted iim in fie 
same colours as ihe 
Incuty bedyguard, as 
this is a very effective 
menacing paint joo 


he Talos & the Jates! addian fo my 
anny and fhe simplest of my conversions 
| e i 


yo seen ie fale 25 @ mass 
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monust 
the most 
exciting 
things to 
come out of 
the Games 
Workshop 
Design 
Tas Studio over 
Fat Bloke the pest few 
months bave 
| been the Warhammer 
Regiments and Warbammer 
40,000 Battle Squads. 


These remarkable, multi-pose, 
plastic boxed sets offer 
fantastic value for money — far 
more so than collecting a 
comparable regiment from 

| metal miniatures. 


In this article I'm going to show 
you just what an immense 
saving you can make by basing 
your army around the new 

} Plastic sets, which, at £12 each, 
are the greatest value for 
money miniatures available fo 
the Games Workshop bobbyist. 


With sets due to be released for 

| the core regiments of every 
Warhammer and Warhammer 
40,000 army, it will be easier 
(and cheaper!) than ever to 
collect an army for use on the 
battlefield, and that can't be a 
bad thing, cetn it? 


Paul Sawyer 


fo date, nine Warhammer Regiments and two Warhammer 40,000 i 


Squads have been released, with plenty more in the pipelinc. In aoe 
months we hope to bring you Ork Boye and Eldar Guardian 


Warhammer 40,000 along with Orc Bove and Zombies for Warhammer 
isn’t the end though, as we are committed to producing plastic boxed 
for the core units of all owr anmies, allowing you tn quickly and 
effectively build the backbone of your new army, add to a vercran kh 
simply collect great looking miniatures 


Let's tike a look at what you get in the Night Goblin Warhammer Regim 


howe set 


tbe bax contains four 

plastic Night Goblin 

aprimes, fire new shield 

spries, a mopement tray 

and metal components 

fo make a chanipion, 

standard bearer and 

gong Oatsber The tonit can 

be made as archers or as below, wielding 
spears ana shields 


To collect a similar unit from metal components would cost 4260 
pow 're saving a bealthy £14.50 wbich you can now spend on Aina 

which will decimate virtually anything that comes within 3, along) 
with a few Squig Neppers to really annoy your adversary — burrall 


Rach ¥ 
iin ple 


4 1 S00) pr 
TA Mees 
un add ey 


Nira ve 


Gch Warhammer Regiment coniains cnough plastic sprucs to field a regiment 


Compete wilh compuncnits ©) make a champion, standard) bearer and musician 
SEatimmer We) Barile Squads contain a large wit of warriors. As vou saw 
Ger, tach Regiment of Bore Squad bow is real value for moncy, and being 
Plastic they are dead easy to conven. Now let's sce what sort of saving-can be 
Made ofan anny 


111 Chaos Warriors inc, standard bearer and hornhlower 
ite! arene celal aod bard ipeten ones) 275 fits 


hed by Chaos Lord Nhurr-Nell 


Joka arn chpelal anal baal LLeaT HT atts ta 


95 Chaos Koic¢hts inc. standard bearcr and hornblower 


flies creer, obit! dine, oon and riding boarded Chaos sews) WH) pots 


1) Chaos Warriors inc. standard bearer and hornblower 
Chaos ornnnir shield weal healers i i ay 


i 
) Lecl by Chaos Hero Kharzhan Venomtonguec 
Pbviie cnrrneier, deen werent eral shrtetal) Pra pis 


1489 pts 


41500 point Chaos Warrior army for £36 - are we mad? The same army bought 
ing metal miniatures would cost 489 — that’s an cnormous saving of £55, so you 


nad even more to vue Nedgling force and really let your enemy have it' 


Regiments and atte Squads currently available for Night Goblins, Enipire 
faren. Chau Warrior and Skeletons in Warhammer, as well as Dork Eldar and 
‘Chae Rhome Bercrker in Warhammer 40.000, there's no reisinm not fo be 
Ghinniny four net army is there? The only problem is which army to go for 
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Vburr-Nell’s Doomblades: 
if I, Sith pownt Che Fak Warrior 


arery for just £56! 
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RED RAGE 


Many moons ago, lan Dearie was happily playing historical wargames. But gradually he 
‘began to fall under the insidious Influence of Chaos and his soul became forfeit to the 
| Dark Gods, With two young sons eager to try their hands at wargaming, he decided to put 
together a Warhammer 40,000 army for them to play with. By then it was too late — he had 
aben completely under the grip of the Blood God and almost before he knew It, had 
‘sssembied a mighty World Eaters army to spread carnage and slaughter in the name of 
The Lord of Skulls... 


fa Geane and his two sons, John and Sam, are a regular Champion lightning claw. The others wero > 

| sight al the Lincoin Games Workshop store. Originally a equally straightiorward, simply sticking lan Dearie 
itoncal wargamer, lan has become increasingly involved in Kham's head and Space Marine lightning - 
| Se Games Workshop hobby, to such an extent thathe now claws onto standard Chaos Terminator bodies. Special 
ans his Own WH40K gaming club! His World Eaters army mention must be made of one of them in particular however, 
(ees been built up over the past couple of years andisagreat lan thought about the idea of Space Marines becoming 

| Bemis of what you can do to make an army truly individual, corrupted by Chaos after the time of the Horus Heresy and 


Pian t-army was initially collected for 2nd edition WH 40K. but Gecided to paint one of the bodyguard to represent a 
wt bite tinkering t will soon be fully compatible with the cia ese te brine whose armour is resin 
| ‘atest sdition. We took one look at it and had to drag lan In using with Is body and warping inte the twisted forms o 
Chaos. This Terminator, known only as ‘Deathwing’, is about 
1) fa tew snaps! halfway through his transformation into a fully fledged Chaos 
an the anny off, he painted up Khdérn the Betrayer and ‘Terminator. 
pen of Khome Berzerkers to form the backbone of the 
ate, Kham was given a scenic base, resplendent with a 
fe ol dismembered Uliramarines, while the Berzerkers 
Ma neavily converted, As you can see, the results are 
cefainly impressive! 


\ Nei Painting Khan, tan decided to convert a retinue for 
Mand came to the conclusion that what he really wanted 
Samer-nad squad of Berzerker Terminators. Using the 

= = fom the old edition of the Chaos Codex, lan made 

qnes) Up ae posi-heresy Terminators so that they could carry 
| pair of aghining claws each. The first was the Master of the 
etaye Guard. a conversion using Abaddon's body and 

‘a Png caw, wilh Khan's head, plus the Chaos Terminator 


Once he had sorted owt the commander. his bodyguard and 
@ good many rank and fila troops for him lo command, lan 
started to look around for something alse to get his teeth 
into. Two Chaos Dreadnoughts seemed to fit the bill quite 
nicely! The first was a straightforward conversion — he simply 
stuck a Khormate icon onto the trophy pole. The sacond 
however was a lot more elaborate, 


A staff member in our GW York store suggested that he try 
to make a close combal Dreadnought with no ranged 
weapons at all. As anyone who has tried it will know, this is 
not easy, as all the close combat weapons are designed to 
fit on the left arm of the Dreadnought — so some fairly heavy 
modelling Was necessary to adapt one for a right handed 
weapon, This is just one of the ways in which lan’s army 
Gitfers from the letter of the Codex — very Chaotic. Chaos 
Dreadnoughts must normally have one close combat and 
one fanged weapon, but as a Khomate general, lan can be 
forgiven for wsing this in his army! 


The thunder hammer has been made by sticking the arm 
part of the Chaos Dreadnought thunder hammer to the 
shoulder part of the Chaos heavy plasma gun, and then 
Sculpting some exira armour plates from modelling putty to 
Cover the join, Trophy racks were then added from Abaddon 
and Warnord Queek and extra heads were added to give an 
even more fearsome appearance — including an Eldar 
Farseer's helmet! A trawl through his bits box yielded some 
casualty figures and one in particular seemed perfect as a 
gruesome decoration for the Dreadnought. Finally, the 
finishing touch was provided courtesy of a faw inches of fine 
chain bought from a model shop. Both Dreadnoughts were 
painted in tha classic Khornate scheme of red and brass, just 
like the rest of the army, 


Forwards for Lord Khorne! 
By now the World Eaters were looking like quite a 
formidable force, but lan decided that whal they needed 
was & Dit of cannon fodder to soak up some of the enemy 
lire. Chaos Space Marines are lar too Valuable to use a5 a 


fire screen, so a large squad of Chaos Cullists 
summoned. Like a lol of people before the ace Chaos | 
models were released, lan looked to the Necromunda rang 
for inspiration, Afier a bit of thought, he settled upon 
Ratskins, as the range of modelling possibilities a 
enormous and he loved the idea of adding things like gi? 
fais and bits from the Skaven range fo create a nae 
mutated and Chaotic looking unit. Attacned to tive uni We 
an |con Bearer and a Chaos Space Marine to lead (hem, 
converted this figure from Space Wolves Rune Priest Ut 
ihe Slayer, with his helmet remodelled to ook more (ey 
giant rat. Terminator trophy racks and a Chaos Soma 
backpack Were added as well, while a tail trom a 
Spawn completed the conversion. 


Berzerker Frenzy! 
All the while lan had been steadily adding to his basiat 
and file units of Khome Berzerkers. and now he had bull 
an impressive umber of Ihem. As thera were $0 mune 
seemed only right to summon some more of the mij 
champions of Chaos to lead them forth into batiie The 
was one that lan calls “Talon the Torturer’, A lot of bendy 
and filling was required to get the leg into a position osm 
on the Ultramarine helmet while he holds aloft the remaiil 
the unfortunate Space Marine. 


A second champion is based on the Blood Angels 
Tycho figure, while the third is jan‘s favourite cor 
the whole army. This was based upon a Sister of Bally 
lan felt that a female Chaos champion would be realy ga 
This figure is known as Tabatha and has been built haa 
impressive number of bits and pieces including Evil 
Asassins, Daemoneties and Kham the Batrayer Thee 
iS @ truly unique conversion, . 


The rot had set in further than had orginally bean tim 
and by how lag 
couldn’! stop am 
AVEN More scolim 
his army, A 
combal Veteran 
was an obviGEe 
choice, followed 
QUICK SUCCESSIOF 
Terminator squall 
another squad 
Veterans, {fei 
with heavy 
The assaul 
were built trom 
selaction of ig 
including 
Wolves, Warhat 
Chaos Warton 
evon an Eidafl 
figures have bare head 
the unit a wunltorn ie 
make them easy 10 Kian 
the tabletop, 


Even a mighty lord @@ 
such as Kharn would 
dificult to command & 
fearsome horde by him 
seemed only tair to adi 
more commanders, 3 
through Citadel Jou 
came across a con 


IWAPUAMWMAD 


«a a tal. bea 


Ofecy Foster. called Scyrak the Slaughterer. It seemed ideal his own, so a bit more detail was added and a suitably 
lens foul purposes but he still wanted to make it uniquely Impressive scenic base was built. lan’s ‘Syrack’ has his own 
Standard bearer complete with ‘pet Flesh Hound on a leash! 


ae 


Finally, lan just couldn't resist adding the fantastic Juggemaut 
of Khorne to the force and naturally the model features some 
heavy conversion work, The ubiquitous Terminator trophy 
racks are used and the left arm wields a fearsome double- 
headed axe. The right arm is sheathed in a power fis! and a 
Chaos icon sets off the whole model splendidly 


More Blood for the Blood God! 


Believe it or not lan still has a lot he wants to add to the anmy, 
Next up (and probably finished by the time that you read this) 
will be the mighty Bloodthirster and another Dreadnought, 
this time with tank-busting weaponry, lan wishes the stunning 
new plastic Khome Berzerkers had been around when he 
Was Starting his army (although he stil intends to buy loads!) 
as apart from them looking great, they are also much easier 
to convert! 


This fanisatie Cia 
Tenninator champ 
le Baseg wpon & 
Imperial Tecnnaly 
Chaplain 


ese Daemons of Kherne are ane of the 


latest thing s.that lan has added to the army. 


} r@ 


| - Jan's mighty World Eaters army. 
was also.made by ten, for use at 


Oh ge 


WARMAMME?R 


anna 


These fwe are the leaders of lan's Veteran squads. An amazing 
variety of Olts and pleces have gone into each of them, 
including Warhammer Chaos Warriors, Sorcerers, Eldar 
Guardians and various plastic accessories! 


ve 
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No longer are you limited 


Vou ure likely to 
united = techiinll 


nanny Dogs wf War anny 
tir many diverse 
their general by the prospect of war and loot. Bat what of the 
general hirtse!??) Although many Doge of War generals are 
humains (frequently Tilers), there are many others of very 
) different ofigins. Some, of course, are aleo men, cilher frown 
the (Nd World, of more distant lands. Others come from 


Ur 


among the othcr wurlike races of the kanywn world, such ws the 
Orcs, Hobeoblins and Ogres. or from the wicient races of jhe 
Dwarts dnd Elves, TAM wrtiwle details miles for creating a 


mercenary general of one of these races to lewd your amy, 


Human Mercenary Generals 

Phe majonty of merootary gemerals at lane in the Old World 
are hunts. Most of (hese ane from Tiles bot mot all. The 
Empire prodices excellent ighting men, many al whom find 
their way into merecnary armics to fight os dogs of war 
Sometimes esjrertivc and iletermination enables an 
mowidnal to msc up theoieh ihe rinks and bead tos 
own mercenary any. Wercenary generals whoa 

ongins We i the Empire istally begin their 
career among the Border Mrinees, calher tian in 
the Empire itself, excepi perhaps during u 

fine of civil wan 


hive c¢Vver 
penerals, 
chose 


w bie 


Hretonnian 
brownie 
mil thie 


Pew knighes 
he rcenary 


honour ol 


SERCENAR 
GENERALS 


Continuing the Jine tradition of bringing you exclusive rules in White 
Dwarf, Nigel explains how to choose mercenary generals of different races. 


Warumies 


Sa SAR é' 


to the basic Human general profiled in 


Warhammer Armies Dogs of War — now you have the option of leading your 
gold-hungry hordes with other races! 


have must ocrtainly he decply suspect! However, if is proven ple 
that notoriows penerals begin os Hremo 
commoners. There ore, rwever, severt! Ambian merce 
which is net surprising in o land ruled over OY 


po BIL 


penernls, 


warring tribes of dubioiis loyalty, It is quile possible iwi 


Sheikh or Emor and bis entire tobe wo suddenly appear ould 
the desen and offer their sword to the highest baider, Ale 
all the corsair beador are of course: mercenary 2encrale lie 
to change sides for o chest full of poll, Finally. let oo 
futgel the frozen wastes of Kisley and the brooding Ions ‘A 
Normcea, from which have some of the crucial 
merveniry peocrals the world has ever warhorde Will 
leamed their trade collecting the Heads of hams Wamonae 


Beastmen Jur their pelts 


Cie 
eH 


Clas ine 


Dwart Mercenary Generals 
Few Dwarls become mercenary genorals, This is because a 
Dwar with the qualities of a ceneral will be utterly (“ale 
clan and anceary, Qwarf mercenary gencnils are likely W) 
MCE Tor Soe Toa, oF cherishhing aT teminhle - Ds. 


agains? all them kin. Whal else could force ao Dwar 


msociole with the hind af treacherous scum who begin 
mercenaries? Furthermore, the payment of gold in hired ae 


swords anid the sharing uit of ptunder is something thal wim 
} 


(eur @ the heart of any ine Dwart. lndeed then, any f 
Wit earns © Mercere gcncnal, Met hae & AInanEE 


po tell. Wh would be wise pot todelyec: joe deeply 


Ore G Hobgoblin Mercenary Gencrill 


Ons live to fight anal rejoice im wor Hurning acU ene 
helds warewn with the newly slam, wolves and cewee 
a Desh, cnes of anguish and the din of battle — these a 
things thai Gres lke, tt is mu surprise therelore, that there 
many Ore mencemry generals romning the knowl Wail 

Their only problem is finding mercenary reguinents pe 
follow them. Few hemwrs can bear a 
. and so Orc merce ary penerale 
, Loot ane! pee 


enioh to 
with LNs 
parhcilany savaee 


Corn 
Lewil armies of 
Inerocnanes Such a4, for example, Ogres 


Itebpoblins also delight in war and here ane tumounl ill 
eevera) Hobgoblin mercenary general. Minet of thew 
MNpPping om ihe Ghat, bot some ant tad lo eT 
westwunls. These of the nomadic Ao 
Inhes who roam the hires steppes cast of Kislev, Son 


rc Wir lers 


4 
iJ 
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indoubtedly heed sem forth wi the bidding of the grewt mn 
Wehily feored Hobgobin Kha. ad have gathered up varies 
Whewers arnwng vanquished iibes and peoples. Other are 
fener Khans who hove displeased or febelled! uguiiet their 
Hor amd dw seck li escape hin wradli. 


High Eli 6 Dark Elf 


Mercenary Generals 
The lew High Elves or Dark Elves whe become mercenury 
Geetal are ten calles, banished from their realms for dire 
Grek of forsaking thew Kindred will a sel -rmposed cule 
Pir iwe have hed fhe misfortune to he shipwrecked and 
ded in dicta lands Alicrirying im vain te Gyhe their way 
es the known world. they have been forced wo sell (heir 
ag Seis in erties to servive. Offer the inhabitants of the 
5 oe whith they pase are wWoelully wnablo iw 
irieh beween Huh Elves and Dark Elves and think they 
i ite come. Phos the High Rives are offen blamed fur the 
Famcky of ihe merciless Dark Elf generals, while cities 
af fave heer saved ii the past by noble High Eli generals, 
) Open their cates in Welcome fo Dark PO! generis, 
MW (he win: conanquences. 


Ogre Mercenary Generals 
f Oeres follow the way of the mercenary. Aso mice, they 
me ons brutal and worltee ae Cincs, in siWie Cakes, re At 
be Wurvive long chough fo command an army of thelr own, 
W hoe who de are formidable tileed. A line Owe 
Boniry fever!) cen often cause on entire enemy amy to 
(ever cial by glaring of them at clone quarters! Many 
Pini MRE Coie hear sharing a canny with Ores 
Sl cartainly wih) mot follow wn Ovre general. Others, 
nly Ores, Goblins and savages of sloilae Hk, garter in 
Bove io tigre peticruls, ofien following them just for plunder 
fot for poy jwhielr would be erratic ur nun extent 
prey). The nod historian Unonder of Carroburg tells dre 
Ring anectie. which may be wpucryphal bub allows 
Whe Oere view of victory, A bupely far Ogre general 
yedthe etndken fehl, took » snilT of the stench of vietury 
ih) “brine me the head of the enerny wemeral.” anil iL was 
mies wes Very well done with garlic butter by the 
ay best Halfling cook, and the general helched bully 


Mercenary Generals Profiles 
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Weapons & Armour: The venen! i acmed with the 
equipment described bebow 


Lciyrial Exqaipeneni Writtle 
Homan general Heeracd weaapicirt, 

light armour, shield +5 
(rc general Hormel ioevapran, 

light armour, shield +4 
Hofieohlin general Nand weapon, 

light armour, shield +3 
High Elf general Sacral, 

light armour shield +7 
Dhark Elf perioral Sacrcorad, 

Hatt armen, sbield +3 
Ogre general Henne! werpor. 

ight armour +3 
Diner! penonal Axe, bear arnpor. 

siteld +4 


Options: |p addition to his hasic equipment, the peneral may | 
have ober weapons or anmqur which is appropriate to the 
traditiums of his mice, al am cxira pom’ cost. 


Lewvrgl 


Wlaw lraba |*ilnds 


Human lipgrade to beary armour. +1 
BOW i (ts 3 
Rareding — . ool *. cit 
Lance . _ — +2 
. Spar oneal 
Ore Dorhle-banded weapom |. ta 
Hohpablinr Spear. = ee | 
High Bif Upsrade ia littiniar arinour +7 
Lance - tae a 3 
Lone bow ae ee eas oe 
Barding , id 
Dark Elf Diperade to bicaery 2 arn +7 
Lence. . “ ‘ 7. +2 
Repeating crosshoa ._ _ po+S 
Chere Dowble-banded wweaporn +2 
Thietel - +1 
Audiitionel Donna weapan aa | 
Dueary Dniwivte-banded axe 42 


May Risbe: The general may mde a crealure appoopreate io ihe 
raditions of hit race. "The options available are listed below, 


| Liewiy reall : Wl TT 
Human general “Warborse (+3 pray 
Orc general Wier Boor (+ pts) 
Hoheodlin general Gian Win (+4 pts) 
High Eff general Elven Stecd (+3 pts) 
Dark: Elf general Dark Steed (+4 pes) 

or Cold One (+ 10 pts) 
ere general Not noounted 
Piwcrf ceneral Neat vereiarsteel 


Although vf is not unkown for mercenary generals to nde on 
chanints, nonsters, way cainels, war matninoths, Albion lool 
monster. laut starfish, five-tier palanguins or whatever, the 
fame ind dread OF such genenils bas spread so Far and wade 
that they most be considered ‘characters of renown’, 
deserving of dewiled description, history und special rules ls 
go with them, a9 well a5 appropriately splendid models, 


Magic tems: The general tunv have op to 3 magic items 
woh up to 100 points in total These are chowen from 
Warhanimer Magic 


Special Rules 


Dark EM generel: A Dark Ell general will of course Aare 


High Elves aml so may not iclide any Migh EM regiments in 
his rmy. 

Dwarf general: A Dwent general will obviously dere Orcs 
and Goblins and so may foi include any Orc of Goblin 
heguments in his ary 

Orc general: An Ore general may ienore pani’ cused by 
feciny Cabins 


Ogre general Ag Ogre general ms tig. brotal and causes fear. 


Quirks of Character: Mercenury pencrals frequently ‘tiave 
some dark secret or quirk iw their churacter, which explains 
why they became great generals. Your general sheild not be 
lacking such 3 gualty so you mist pick one character trait for 
your general from the list heli 


> <CS 


Banished Exile ( = 30) pointy | 

The charscter has been exiled by his own kind. Therefore be 
hates his own mice for shunning hin. So for example, a 
exiled High Elf would Awe High Elves. The general will oot 
include any regiments of the hated race in his army 


Cunning (+20 prrinix) 
The ¢haructet is the master of low cunniig and glways Wa 
ticks in hand-to-hand combat, The effect of this ts that be wi) 
always sinke first in hand-to-hard combat. 


Veteran (+20 pointy) 

The character is a grizzled veteran of so many battles that he 
has superior fighting skill. We therefore coins +1 WOO 
represent this. 


Blood Feud or Grndge (+45 pointy) 

The character hes a Jong-siunding grudge or blond fe 
agninal a specific race. This is probably because they onl 
double-cressed him, treacherously betrayed him or wiped of 
nis entire chin. The charicter fates one specific nice al yoy 
Choice. The gencral will not include any regiments 
hated rice in hiv army. 


Rich & Greedy («10 paints) 

The character is invensely pch and always demands & 
highest price for his services or keeps the fion’s share of 
plunder. The result is that the pay chest is excepticnully i 
and full to overflowing. This inspires even more loyalty om 
bis inoops. Ty represent this you may ré-roll filed Break 
within 16° of the chest instead of the wrual 12” 


Charismatic Leader (+25 points) 

The character inspires exceptional trust and deyotion tom 
troops. They will follow him to the cnils of the corm) 
beyond! ‘To represent this the general goms +! Lad op 
mas trum ot 1, 


= a 
=~ 
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Converting a Mercenary General 


While you can of course wse any of the standard commander 
miniatures to represent the leader of your mercenary army, many 
players like to convert a *pecial figure. After all, a mercenary 
general is not your average leader so why use an average 
minialure? This page show a few examples of suitably impressive 
conversions modelled by various staff bere at the (:ames Workshop 
11Q. Remember that as mercenary generals are mainly interested 
in money, they'll tend to be ostentatious in the extreme. Have fun! 


© A Bork of these Gres ane the creations of Stefan Cem, the 

winner af he WAAR orind iIngmmomen!, whe ate werks for CW 
Neath. fe tikes ig Aesithifiiy of being able fo foe Ay Ge acrid 
ether on foot ar meaunted and War Bear 


@ Nelus, whi wary in 

fee Sofie, Aa correcta! 
T-arine Kasarie the Kinley = 
foe Gueetn intn a Dork 
Elf peneral, ta lead 

Mig Derek EVP corre 


2 However tf senate! 
| Ale al purr fen thy 
. Aine ferler fo a 


mTorr force 


& Tho ferocious Gre warlord ws 
converted cine peidied fy Kerth 
foherten fram the GW “av 
Afetal fa. Al ie fide vane) ca 
fiiencn! port kde fern weed 
io mate his ceerPiticms 
cmrmvernwin, Mate tie cart 
WE nee a el seta 
making fhe npeeiel 


reality impress va! 


@ This Aes eracrul 
from fhe Pitenirive 
colieciion of John 
Stallard, was pointed 
and converted bv Adweart 
Willis gad iv an iefecel 
model for uve af a 
ercenory gene jan 
the Eaueitir 


Bikes are possibly (ha most numerous. 
of all vehicles in the Warhammor 
40,000 universa. They are used by 
almost avery mice, @xciucing Tyrants, 
Impenal Giifid wit Sisters of Bathe 
So what do we know about iskes 
then? Biees of all faces can move 
twice as fas! es your average foot 
troops (though some are capable of 
moving faster), they improve fhe 
Toughness of their riders and usually 
carry twinelinked or even heaw 
Weapons, Sounds fantastic doesn't if 
Wall hey are, but thoy also have a lew 
drawbacks and thease have to bo 
Goncidersd when you use bikes In 
icin Grrr. 


"ll talk mainly about Space Manno 
bikes, as they ara the most basic 
bikes availlabla in the Warhammor 
40,000 game, Firstly you'll usually bo 
limited to small numbers of them, as 
they are a Fast Attack choice and thay 
cost a lot of iS. Space Manne 
bikes OONe fwirtiinged boters 
and, fike al Bikes, confer «1 
Toughness oughess. On their riders. Apart tram 
ihe advan of bring able to assault 
more readily Sue io their spoed, 
Space Marine bikers are not much 
better than their brother Tactical 
Space Marines af close quarter 
fighting. Becausa of this, the points 
cost spent on thar i@ really wasted if 
Fake throw them into close combal 

iy Sop bo tir hel bikes up in ino 
of ther army and send them off into 
ose combal because they know 
they'l get to the enemy quickly and 
they want to inflict! maximum damage 
45 Garly G6 possible (ie. before they 
are wiped oul) But this sont of thing 
just makes your bikes into an easy 
target for your opponent's antire ary 
~ and bikes are too expensive io throw 
away like that Admittedly bikes can 
be ised in front of Wour anny as a form 
of shield (because they have 
increased Ti ness), Gut anemies 
can shoot er past them i they 
hewe tne of ghl, and anyway Mile is 
still not really what bikes are byill tor, 


a. co be 
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= 
| \ 
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BACKGROUND 


A good way to formulate tactical 
Hecwons aboul using bikes (or any 
troops for tha! matter) m& not to jook at 
ier Sissies and mules Bal thea 
backround. Spaco Marnnes need to 
use bekes to cover long distances fast 
~ they ane pnmarily reconnaissance 
Troops, equipped 10 be atte fo deal 
with isolated anemios thal stand in 
their way. They are nol equipped for 
assaulting the oneny in close combat, 
as that is what Space Marine Assautt 
Squads are for foe Marines (like 
Many toop types) are equipped for 
apeciic roles and it would be tactically 
flawed of any commander to use the 
Emperors finest inappropriately. tn 
other words, dont throw bikes mio 
assaults unless yOu afe supremely 
confidant of Success - I's not what 
hey are there for. 


ON THE BATTLEFIELD 


Space Manne bikes are mounted with 
bolter= that are capable of rapid firing 
even of the move, and they gel a re- 
fl Gue to the fact hal they re twin- 
linked. This makes bikes a very strong 
firepower quad, lending primarily 
towards an anti-infantry rola, although 
In & Scrape bollers ara capable of 
daaling with tougher creatures or even 
igh! vehicles. Bacause bikes are also 
Ohiy motile, they can easily 
get info position to fire on 
ine MOST Suitaile tape 


Witt) this in mind wé can ff 
bagin to formulais oho 
lor using bikes in battles. 
The role of your bikws will 

be affected by thelr initial 
deployment and so it Is 
important to decide wha 
robe yoru Wish teen te Pialfl 
beforehand, 


The first and moat 
common role for bikes be 
10 se them as a flanking 
force fo gel around the 
fide or back of fhe aneiny 


wWADUAMMT®D 


and strafa them with bolle 
whatever your particular bias & 
Using your Sikes on ong Tai 
mean that to one sida of your ay 
a lable etige Tom which nel 
allack you, so there 6 les 8 
being Dogged down in close 6 
o being ambushed |! you 4 
behind the enemy linet 
epponent will be torn between’ 
rogps back around to deal 
threal, or rien Hie ae 
iqnaring the tikes. Either 
have gainad the advantage! 


The second tantic thal bees | 
used for & as a sort of reserved 
fost of your army. By 
bikes behind (he rest of your i 
even in Aeserve) they can 
back to deal with enomiaa 
attack is strongest. Thalr 
means that bikes aan rapleily! 
apa in your front lire (i die 
uerd army this. role is. offer! 
Rough Riders and Searitinela) Al 
opponent will use his bes! & 
ihe weakect pf in ye 
(whether it be an isolated 
something vitally important} 
achieving & mission), bul 
ood reserve to react to thee 
aployment and movement 
him of the chance, The dows 
this is thet your very 
axpansive bikes ara 


1 beers Search an Imperial city for their next fargetl 


ey wen hey raalby sl 


Pe wil ahla to oo) 
Vee | nacessary 


Dee hen as 8 shill 


A 3) esc nM onan, 


en nothing hiding at the back 
wd) be 
and ora 


F 


of vou 


trving 


ee 
Tees Tay 


and grab 


"he Tit Gage tactio for waing 


and 
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acvance 


shiek Make ihe blues a threal that you mie you want for your bil 

know will distract your enemy or keer choose. Flamers are good af ainsi 
nim Tom acheving fis ebjectve,. Tow massed poorly armoured troops like 
can even oo a5 far as throwing the bikes imperial Guard nAaSsma guns are 
into closa combat — their increased excellant Space Marine killers and 
Toughness should allow them to tie up meltaguns. are ihe pertoct anti-tank 
most ppponents lor a few ture. This will Weapon (note inal oer faces offen 


After a long wait, the Chaos Space Marines now have a 
completely new bike, sculpted by the talented hands of 
Jes Goodwin, Norman Swales and Dave Andrewa, The 
bikes are available in a boxed set of three models with a 
variety of options to make bikers with weaponry other 
than the normal twin-linked bolters. These parts include 

a chassls-mounted meltagun and plasma gun, and 


edaiitional bits to make a Chaos Space Marine Champion 
to lead the squad. 


Art Ae | cd Jeanerally result in the Gestruction of thie 
the {a4 bern bikes. but the resi of Your enrmniv wll ha 
work Guile At | fal 2 @asy me of ire ij iW 
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ight aga 
but their real advantage ! 


fairy standard and area the t 
‘ abo but what 
a orc 


up with 


eB in and let us 


CHAOS BIKES 


In terms of shooting, Ghaos Space Marine bikes work identically to (her loyal 
Space Manne counlensals The reroll io fit you get for the twin-linked 
bolters makes them Very feliabla = you can tistially bank on tour oul ol five 
ShOtS filling Wen targel, The 12° move ot the bikes and the 24° range of the 
GUNS gives your squad a huge reach, allawing them to altack targets all over 
he Gallleliatd — hey dont need to commit to one detinite course of action as 
Slower Units efter do. Fer is reason, in ine early lurns of a game | use my 
hes as roving support for the rest of the army. They move to wherever ley 
are needed gach lum, io ade inele lirepower to thal of other units or to pick 
on any vulnerable largels 


isin combat where Chaos bikers really have iné edge over Iniperial Space 
Vlanne bikers. becouse te soyines and spikes thal Gover their vehicles give 
hen an extra attack. This makes them excellent assault troops, ospocially 
as their fast movement makes if casy to ensure thal you get ia charge into 
combat They will (hen gel an inpressive 3 attacks each and their Toughness 
oT 5 (and power anmour of course) makes them very tard to kill in retum — 
imperial Guard, Eldar and even Orks need 6s to wound them. Add in an 
Aspinng Champion with & power weapon and you have a fornia squac 

Wait fora good ooporlunity to charge and they will beat most units that aren't 
geared up for ose assault. Bear in mind though (hal your expansive bikers 
Wil TSually De culnumbered, so combal often lasts a few tums. oven though 
you ane winning. To aveid thie problam, you can always use the bikers fo 
suppart the assault of your main inlantry units, in a single. crushing aitack. 


One final lip: once your bike squad is reduced to its last few models it will be 
much lass effective in Gombeal, sc instead of changing in, drive round behind 
ihe ener unit while another of your squads assaulis from the fron, Wf ihe 
enamy talls back of will Tun Straight mito your bikes and be destroyed in.a 
crosstine (even if iney aro Space Manna). This taghe works especially well 
| if the assaulling troops are Raptors, because their victims fall back 
. aulomatcally if they jose combat 


Graham Davey (Chaos Lord) 


DARK ELDAR REAVER JETBIKES 


Dark Eldar Reaver jetbikes are the fastest on 
batlafielo. The turbo boost option (which allows bh 
to cowie Wel moverbent to 24") allGwes (hen ip i 
deploy and strike almoat anywhere on the tava 7 
Makes the Reavers a really fewible force to Liss pid 
batlefeld. You may think this also makes lhe 
excellanl assaull Iroops, bul | have found thal th 
speed and flexibility iS Ihe bes! assel, My Rao 
squads are normally made up of 3 to & Aaavers | 
of Which sre anme@d With blasters [Reaver jak 
sguads excel at tank-busting}). | use ihe Reave: 
One oF tw ways — either as Strike craft or es 
dapeancding of the enemy Cm facing. 


Against numencally small armies, such as Crain 
Eldar (misguided fools that they are) and Su 
Marines, | use them as stnke craft | place (he Ros 
on @ flank andl go in Tull (Arte towards Ihe boo 
[hreat to my force ([monnally the enomys dima 
heavy Weapon squads) Their invulnerable 4+ 5 
should save them from the worst of the exany 
and if he ts fining at them he wont be firnoal ; 
Aaiders (foolish enemy). Once you have taken a 
[he Bhemy Ss Deavy WEapONS Or annour suppl 
can concentrate on secondary langéels like ancy 
units of additional annourad vehiclas. Alfheuo 
tactic if generally guite hard on the Reaver jer 
and il is very tare that a squad will survive the | 
the confusion sown by ihem rampaging aruurie 
enamy s back line is more than worth it Your opo 
Will dinect his efforts to destroying them ard ! 
aboul (he rest of ine Dark Eloar anny bearing dn 
hier! 


Against larger armies like Imperial Guar Tye 
and Oks, they gel assigned an eso moe 
Reavers ane grouped fogather with he Raden 
one hard-hitting calumn. | place the Agavers |: 
front ot this column and assign them 3a squad ti» 
(normally the Wyches or the Lord's retinue) Ha 
the Reavers first job is to lake ihe hits for (ne = 
by making Themselves a more inviting largat Ue 
Turmo move to profect the Aeavers a5 mb 
possible by ging them their invulnerable sav 
the initial axchange of fire is aver, [he rem 
Reavers should be in a position to assault thee 
lorce. Make sure the Reavers hit the same 52 
the Dark Eldar squad they are escorting. [ve 
that a neat trek is fo use the Aeavers 12° mie 
and their guns to soften up targets bahind ine al 
Irom linge before pulling back for ihe m 
Combining the Reavers with another scuei! 
their alecivaness and makes tham a lel fran 
on the battlefield thar trey could ave | 
Themselves. 


Nick Davis (Dark Eldar Lord) 
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Move 
Ongsy 
they 
Vani 
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Orn 


ORK WARBIKES 


One Thal when ueng Ork blues you need the masimun number of five in a squid, 45 people wil tend to fick on herr. Thies 
couse Most peome know they are Cupane of compictaly decimating the enemy if given hall the chance. In my @epononce Ork warbines | 
te umed itwo Ways. The first ia to hurthe towards ine enemy os fast as 

eeuble 5nd attack before they ana wiped out. The second is to use Wherry 
jofealel for the mest of your Orks. as the cloud of furnes gives them 
‘I ary iuinty behind hem A S++ cover save 


werhekes 90 to attack the efeny, they can move up to 12° in the 
vorme) pass, ling ther twrlinked big shoctas up 18° in lhe shooting 
find (hen assault the enemy, Once the warbikes hove assaulled 
~ pel 'o fre then fein-inned big shoolas agai ii Goge combat 

| hey clweys Sie first), making tham oxtremely destructive in ire 
Trou qf combat. However, i they dor! kill the enemy in the fest turn 
then they will ba bogged 

dawn and forced to 


--— - fight normally end 
pega . ney tond . get 
ath, 4 c 2 besien up because 

< lot ihey aro noarly 
aways 
Guinan 


Warbikes one larnitic 
agains! woak, low 
TouoOhness 
opponents like Eldar 
and imperial Guard, as 
thar Strength 5 big shootas will be wounding on 2+ and really (alng some serious 
damage Space Marines are harder fo deal with bul when you Consider thal Ihere 
are less Of them and they opel a lol more. you don't really linse oul 


Lover really eapect my warble 10 Survive beyond bum hwo, as people will throw a 
io of firepower at Them, Because of this | find the Desi apormach i to use them to 
destroy 48 much of the enemy as last as possible, by speeding lowards Ihe nearest 
anomy before the warbikes area wiped out, Using hem in (hia mckless sont of wey 
is Very apuTopriala to tha character of the warbikes, whose fiders are insanda, 
reckless nutters| 


Alex Boyd (Ork Warlord) 


| GUARDIAN JETBIKE SQUADRONS 


1) Sooghiness 4 and a 3+ Save jeibices are one of the more sunivebie unis w= the Craftword Eldar amy. However, they cost 2% 

3 Goch, =) squads tend (0 be Quile small or vory Gupensve The Guardian jottdko squadron relies Upon 6hooting Io do ite damango, 

untke Dark Eldar Reavers which do mos! harm in an essaull |n fact, Eldar jetbikes are 

- pretty poor close combal tighten — with only Weapon Skill 

G 3, Strength J ana 1 Attack thay're not likely to Thraaten any 

- bul (he weakest opponents [@vén massed hordes of 

hy oe Gretchin can give Iherm problems!), Unforunately, the 

F ; jetblkes usual annamant isa shurken calapull, wihich only has 

a range of 12", moaning that to stool you are going to end up within 

range of tha enemy to move and then assault your squadron rexl ium To get 

Bround this, You nel ensure That when the jinn actually perio tlhe 

attack they do ihe maaimum amount of damage poseile — wilh halp trom 

other units ! necessary, Basically, you must iry to annihilate the enemy, oF 

reduce them suticenty thal they pose no frrenl te your ethikes next turn 

This, coupled with the jotbikes speed, means that Guardian jelbike squads 

arg ideally sued fo Pouncing on isolated areny units. picking OM Ite 
stragglers as it were, 


Another couple of points to fomember upgrade as many of the jethikes as 
yOu Gan to have shuriken Gannons — Strength 6 and thee shots ie deadly 
and shuriken cannons can be quite effective anti-tank weapons if you use the 
jaiiikes’ manceauyrabiily to lange! a vehiclo's thinner rear annour Also 
romamber thal the stuviken catapults are twin-linked, which allows you a re 
follon your misses = we achually seen people fonpel this. wiih bo me 1S like 
forgetting that Space Marinos have bolters 


Gav Thorpe (Eldar Farseer) 
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=[ TASTE ‘OF 


PARTICIPATION GAME 


When the darkness falls and even the gods 
are asleep, our time is at hand. We are the | 
rulers of the dark, we are the predators of 
\the shadows, we are the aristocracy of the 
night. Come hither and we will show you the 
true meaning of terror. 


On Saturday 29th May the forces 
; of the Warhammer world battle the 
| Undead legions of the Vampire Counts. 
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RETAIL MANAGEMENT POSITIONS 


CALLING ALL POTENTIAL STORE MANAGERS 
AND TRAINEE MANAGERS 


\\) The Games Workshop recruitment team are searching for talented 
people to drive our expansion programme forward, 
and throughout June we will be at the following locations: 


Manchester Arndale store Tuesday 8th June 1999 | 
Derby store Tuesday 15th Jume 1999 
Bromley store Tuesday 22nd June 1999 
Cribbs Causeway store, Bristol Tuesday 29th June 1999 


POSITIONS AVAILABLE 
STORE MANAGER 


THE IDEAL CANDIDATE: 

* Probably in a supervisory of management 
position. 
Has the ability to lead and command stalf, 
Posseases drive and determination. 
Has retall sales akills. 
Can defiver quality customer service. 
A good level of knowledge of the Games 
Workshop hobby. 


TRAINEE MANAGER 


THE IDEAL CANDIDATE: 
* Energetic, enthusiastic, ambitious. 


* A good level of knowledge of the 
Games Workshop hobby. 


* Possibly a graduate or looking for that 
first step on the management level, 


The Benefits 
© We hawe superb training for store managers and a well structured trainee Manager programme. 


‘ We provide compctitive salaries, pension tchermes, eocelben( bevels of stall discownt amd all ihe 
normal benefits you would expect from a leading intermational company. 
* linlenited prospects all over the wortd, 


To Apply 
Y Send your C.V, stating why you think you are ready to accept the challenge Games Workshop 
At to offer, and Indicating at which RECRUITMENT LOCATION you would fike to attend, to: 
ROB GRIFFITHS, UK SALES PERSONNEL DEPARTMENT, GAMES WORKSHOP LTD, Se eS a, 
WILLOW TOAD, LENTON, NOTTINGHAM, NG? 2WS. ——s- a 
i. TEL: 0135 916 61 LL E-MAIL: alu-tingiagarnes - workshop.cowk 
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GIVE ME MORE TROOPS! 
i'm writing in, to the hope of changing 
some poople’s views of chpracters and 
bros, Those people who spend tine 
dcvieing devious combinations of magix 
ltems could instead be spenclinig it 
painting amwiber wait to bolster their 
army This haa many scvantages to it. A 
ew unt gives you few wpthons, o Aank 
atack, a bolding force, a decoy or 
whatever cunning ploy you can think up 
Abs ag ‘oombat monerer” stwle characier 
is bet vulmerable po war machine anil 
magic, A choracter designed! with scll- 
prscrvailion in mind might survive the 
hate hut wim't have any gical impact 
on the game. On the other hand, 9 writ 
of twenty warriors with basic arms, such 
as apcar, ane able mm abeerb far more 
punishment while still having a goed 
chance in combat due to ronk bunus and 
weight of numbers, If wou feel chor you 
rt take wildinonul privection then 
choose an item which con benefit on 
entire unl — this wuw it works out to he 
more cost eflective 
By taking less anchor more appropriate 
Magic items you Will wnmeciancly Gna 
thar you are able wo field more of just 
about everything. For eamphe. rvy 2.4K) 
point Lizardmen anny fas in it) a Mage 
Priest Champian, 20) Saurus Temple 
Coord, td ioits of 19 Saurus fwith 
spears), hwo Unita of Skinks (one 15 ard 
the other 12 strong), a Sotgacdon with |) 
crew, @ Salamander and 4 Terradons 
Plus all the units, bar one, have 
champion. » musiqan an!) a standanl 
hearer in them. That i 44 models. in all 
and only a single, hut well chosen, 245 
point magic tem. (hee of the firs things 
iat is noticeable whout an army chosen 
in this manner is that before the bale 
has even begun, you are likely wi have 
already frighrened your opponent by the 
sheer number of iw that vou cdeplivy' 
As @ last poled | weuihd just like (0 say 
that the arrival of the pow, plastic 
revimicnts as meant Uae if ts pw 
custer than créer ti) fike more 
iroops 
Nhromas Fitherbrn 4 
A wnt of basic iroops will 
agivays fe inom than a 
match for a berd ovl a 
Shiny magic wedpen 


SNEAKY RAT MAGIC TRICKS 

This piece of mformation i for Skaven 
eycs inly, 80) Cen burn away man-thinigs. 

This i* in answer to Gareth | lamiliin's 
plcas for help about Uksomwhecls. My 
trick is ta equip a Grey Seer with the Seer 
tiene (each extra power cand expendcil 
mircases o spells range by 1°). anid 
then pry to the Horned One for 
Seitterioan Chis mens hal you can cust 
ihe spell on ihe Doonrehee! without the 
lightning [eld ulfecting your Seer’s 
ability to Gast spells. Indecd this is a lor 
of effort for a power one spell, but if it 
woes it coun crush any enemy wnt before 
they have hal a chance to more 


ven you dem) get Shtterieay you can 
increase the cinge of any other of the 
Horned Bars spells, This works 
effectively with Death Jrenzy as it can 
give the Doumwhee! a speed of 6DG". | 
hope this helps you to conquer the Old 
Wiirld and spread the name of the 
Hiner Bar to the man-things. 
Ancdircw Williams 
Stafford 


Wiel! thes is a risky anf controversial 
Ploy to make Firsi pou ave te roll 
quite digh for pour Seer Stone ante isa} 
unt Bowe fo dope the reotenal dispel of 
the Doonnehee! doesn t work, Altbevuggls 
the Shitierieaps shell doesn't ary wou 
com wee if to bramspert! war machines 
vw general ise (bis rade of Limb. Ary 
spelly that lranspart single fissures 
canvwo! feo aed on nce machines fal 
hat trnclides chariots), Arty spell thet 
Gane Prnaepeert 
reRieneris of rons 
Can trenigpart wer 
enachlaner 
(incliue ing 
chariots), Well, I 
hope that 
Helps... 


he 


Do you bave a topic you're passionate about or pr 
nobody else can belp you with? Be it gaming, painting, oth 
gamers, White Dwarf or Games Workshop games, drop us 
line al this address: 
‘Mailbox’, White Dwarf. Games Workshop Lid, 
Willow Road, Lenton Lane, Nottingham, NG7 2WS 


ihe Doambeet — nv Skaven Werlond, 
Denia oo into hettle withoul ane 
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KEEPING UP THE § 
A unt seems almost i 
doesn't contin a stander! bear 

hanner feally gives an identity 
wpiment Vhe unit standard « im 
to inspire the trenps bo frat of fe 
through lovalry to thei: crows, &t 
pole doesnt quine have the a 
Yet when your talent af artwork 
iis peak in playschool, Wa 
frustrating. Fut bel is at had 


Firatly, you could buy soume ready 
banners from your local stone Th 
available for ment races But dye 
your unis To look mare origin 


you noel to make your own. 
you want to do this bul yourp 


Skills anc limited chen mn 2 mr ie: 
be to keep mo simpic The sper oe 
is iiflen used by the nero, owl 
which & just om coljurs A we. 
other basic symbol in the ee : ¥ uni 
hance, with one or bo Spee Wert oan 
the top and/or botiom cee ‘ei 
shinidarc also looks poo, Thee rn 
the boner are arguably tn aad 
important part chat gives — 
identity When painting 4 seal hom 
the main wolours of the unit ie =e 
banner reflects the unit's char . Ra 
The other way (6 malic your oe ‘ a ypiir 


4 to cheat Old ieeucs of Oe 
Often prewide arnple artwork! 
be tailored int a bannce 
pean of a picture or using hog 
template and painting ower if) 
ways of guining original han 
being an art whizz 


(annmputers now contain (il 
packages will ‘clip un 

containing pictures that coal 
ti the size required, Scunnen 
better — coupled with @ oul 


the poterthal wy pakke bariciene 


Goad fips Bere fain, ep 
the artistically cle 
Although ir seens a prea @ 
up your ald White Dayerft' 


WHEN IS A HILL 


4 NOT A HILL? 
Phy al) this mularkey alsout al) models 
7 hill being able ta shoot regardless 
A many ranles they are deployed im? 
Ty tte page OT al WIIZ25 
pore yo a hill alliinweed both 
lis of the Marksmen to fire,” 
rie mi aware, the argument is thar, 
Meality, bills are nor Alar anel are comby 
Way lor miiniwiures bey sicunel crt, 
Pl ranace Uhat side of i but hills are 
fermi of varving pradienms and this 
lel play havor with the formation of 
Mine of archers. 
my burtlefiekls a hill may just have 
na yenile rise in dhe proud, such 
Bexcond rank OW tresaps wishing te 
Power the tieads of Unose in the 
y wml need to be several yards 
1 The convention of allawing one 
PW inkips per step” of hill is much 
Be realistit, The number of steps then 
Sais hiw sterp ancl tall the hill is, 
,' ng, lose aureaier variety of bills cr a 
Amore tinpressive bale Gell 
Wher more compelling argument 
fe winwing all models on the hill to 
hi tictical one, Do you deploy a 
line of archers so as many as 
Ile tan fire? Doyou deploy in ranks 
a stronger Gorobat formation: 
Beis Your atchers and wy fo 
ep femy or fon anid moive 
title cthagre?® These tactical 
Bare made redundant Wf if vou 
Pe unl oF 25 Wood Elf archers 
ed ona hill (with the Banner if 
OF) fav alice 
Smit the touliticmal, and in my 
Mowe stiisible convention ol 
fepand do away with this 
bey cn oa hill can shoo 


Se) Ja Shaver Warlord mistaken 
Tira pin ciation alter the Bathe of 
Ring's Glade) 
ini faced Woo Alpes in tbe 
nent ete word a rem eriy 
Wi) wereral ranks? Well, fervis 
of Moke” Jobviscn esalectres, .. 
oly i fine alternative te phe wery 
-—habaateed hut onty monks 
Til, The benefit of the 
dont file is ibe ay it is 
ee ie A) ft works ith every 
We Ail amd thes prrements those 
My aihoned Hil! yes. 


LINKS 
Niradve Carnpaigns’ has 
ie 1 cehdusiion Over the bast 
We ai) trying them out has 
on pleasing feeults <unel 
th Wal t feel thar your 
fs Btnclert even more hy 
fii Pratthess Weeesthyesr day frerten 
Phutabe fhaitie KYAterns. 
PEN onched Lip tery reaitiy 
' me peiniers (he Andy Chambers’ 
may) hur overlooked by the 


COUNTS AS... 
The WHAUK game & nor an inflexible 
se. Of niles, J have oe thing: te say, 
“OOUWTILS as”. This teat litte rule is weed 


bo plug gaps until all the army lists and 
miniatures are available (for cxample 
lightning claws counted as power fists 
until the Space Marine amy list came 
out), Dowever, you Gin also use i bo 
feld all sors of exone troops. Let me 
five you an cxamplo.._ 


In past editions of the game, Space 
Marine assault squads could be armed 
with power shickls fa long time cape), 
and | stil) have a senaicl armed! with 
them. Did | cume GW when | suw this 
option wie no longer available? Did I 
apend hours carelully removing the 
shields to replace them with 
chainswords? No, | thought these 
power shields probably have much the 
same elect in assaults asa close combat 
weapon, so 1 merely inform my 
opponent they “count as” chainswords. 
No messy altering of anny lists, no 


complaints fom my opponent of 


As lar as 

complaining about the leebleivess ol 
the Imperial Guard characters, 1 
couldn't disapree morc, The o¢w stat 
line is just righ. Wovou've read all the 
background since WDIDO (when the 
lirst anny fist came oul), then you 
would koow that Imperial Guard 
characters have a habit of dying a lot 
(admittedly they were often shot by the 
Commissars - artn't you glad they 
don't do that anymore’), UF you think 
about it, ¢ Colonel is aboot as good as a 
genetically enhanced, superhuman 
Space Manne, so this guy onmst really 
work owl T think a lat of people, 
including Alun Reard  (Malfher 
WH23/), have missed the point of 
(rudrd characters; they are supposed to 
lead, not fight Vou take them for their 
enhanced Leadership. OK so there are 


beardiness. 
applicd to all sorts ul 
converted Chitnerd with 
rocket launchers could 
Basilisk 


The “coun as” rule can be wken to 
any catreme you like, aithough overuse 


can confuse your opponent. “Yes 


know it's a Vyrannusaurus Kex with a 
battle cannon, fst tintagioe i's a Lernan 
Actuilly, Uhat's mot a bad icea 


Riss,” 
where's my scalpel? (stay it oul) 


tmajonty of others. Nearhy all the padnes 
produced by Gates Workshop are 
compatible with others, so why not have 
a 20 yourself? 


For caimple, a recent Gumpaign of mine 
starmdd with a gropp of achventurers 
(Warhammer Quest) owwakening on 
ancient evil in the cotaccumbs of temple 
in the Marshes of Maclness. Ketreating 
from the marshes the adventurers hieuysht 
a anil) skionish (using the Mordheim 
Rules) aeainst the Undead puardians ol 
the temple and Bed to the coasr where 
they joined a convoy of ships crossing 
the Black toolf t0 the Bonler Proinies. 
Pursue! by the mow reatiess dead they 
were copaged ina sea bathe (using the 
now sadly deceased Man ‘CY War roles) 
Narrowly cscaping, they kinded in the 
Border Princes where they ralliec! a ray 
Hig group OF mercenaries to defend 
against an invasion by the Undead 
(Warhammer Wattle), The campaign 
ended in 4 uw, 60 a a decider, the 
remnant of the two armics faced otf in 
the time honoured tracitian of a grand 
game oF Blood) Boll! (fener...) 


This rule cin be -casily 
things -— a 
multiple 
“color as” a 


few characters in the background who 
are exceptional fighters, but this is the 
realm of the special character. I you 
want psychopaihic killing machines 
that lead from the front, take a World 
Eaters any lecl by Khim! 
Trevor Tolhuwist 
Fife. Scotland 
Hurrab! Your sensihle wse af the 
‘counts as” rude isan inspiration fo us 
ad @ aflaes vow to nse pour own 
converted miniainres adral vebicles. 4 
boo of staff is uinolng is weary fa pods. 


A wither tense ganic was. ended by ‘Wee 
Jock McPherson's illegal use of a flame 
cHnndn, toasting 9 players (3 of them on 
his own side) focluding the ball carrier 
and) the ball. Al in all it was presi fun, 
with an unusual ending, and allowed tis 
te» play all of owr layqurite pames in One 
Gamipaipr! 
Of course ‘ihe Warhammer 10,000 
universe Offers even more Combinations, 
My next campaien will inyolye Battleflicer 
Gothic. Space hulk, Warhammer 410K, 
Necromvncta andl Fpio 0000). Sin iF yoo 
can't decide which pames svalem you 
Win 1) Use ten, why mot combine them 
al inoo one laree narrative 

Arnclrew Nash 

Broadstairs 

sounds Fike fun. Keeji ont penning 
Andrew — i will be tateresting to see 
wheat vou do with the WHAOK games. 


Well that's it again for another 
month. Have you amy comments bo 
mike about the hobby? Drop us a 
line and let us know. 


Until ocxt month... 


BATTLEFLEET — 


De'Aynes Fighting Ships of the Gothic Sector” 
A brief treatise on Ork vessels known to have taken part in the conflict. By Andy Chambers 


Ork Kill kroozers - Butcher (cf Butcha?), Krimrak’s Killa, Boomboss, 
Slaughta King, Gork's Grin 


The Ork Kill kroozer identified as the Siaughia King led an Invasion 
force of Ork ships trom the Cyclops cluster against the Moab system 
late in the Gothic War. Doubtless the Orks hoped to seize the rich, 
civilised worlds of Moab before tha Imperial fleat complated 
operations agains! the Chaos marauders plaguing the Sector 
Fortunately the fourth cruiser battegroup, led by ihe Mars class 
battecmuiser Impernous, had completed a recent cleansing operation 
at Mezoa and was on hand to move into the system, After a three 
week hunt the battlagroup successfully angaged the Ork flaat around 
the seventh planet, following a sighting by the group's Cobra 
squadron, The fourth cruiser group included no less than tour capital 
shins armed with Nova cannons — Hammer of Justice, Minotaur, 
Lon Daros and the imperious: It was anticipated that the combined 
fire of |hese awesome weapons would be as useful In shattering Ork 
attacks as they had been against Chaos vessels, However Admiral 
Haines discovered to his great dismay that the Ork ships were made 
of starmmer stuff, and the Sfaughta King led an outright charge against 
his battleline without a moment's hesitation. Lord Daros was boarded 
and destroyed, the other cruisers all damaged and the /mpenous 
almost overrun by Orks. Il was only the lucky destruction of most ol 
the Ork eseon vessels, due to a plasma drive overload on an Ork 
kroozer, that enabled the Imperial fleet to fight tts way claar. 


Gothic War Training Dogma 


Ork Kill kroozers are built fora direct, head-on 
attack and will seek to close the range rapidly. 
At close range, the heavy guns which festoon 
the Kill kroazer's prow and flanks can cause 
dreadiul destruction. Poor leadership makes 


Class: 


Onslaught fiatiam attack stig oem the mainstay of Ork escort 
squadrons, being solid and heavily armed vessels for their size. The 
Onslaught’s gun batterias ara exceedingly powerful (if unreliable) 
but have a limited fire arc, which reduces them to making strafing 
passes and attack mins on targets 
fo their front. Onslaughts are 
VWinerable to aitacks from 
their sides and rear, their 
cmida armour and 


shielding being 

little better than Class: 
) that ol fi Teel 
| Cobra class = 


Escort 
destroyer 


The prow of an -—8) 


Ork Kill kKroozer 


TypeHits: = Goutal 
Pon Haawy Gam 
Port Gunz 
Starb'd Reavy Gunz 
Starb'd Gunz 
Prow Heavy Gun 


Prow Gunz 


Ork Onslaught attack ship 


Ork Onslaught attack ship 


Armament 


——— 


lhe manoeuvring of Kill kragzers fairly predictable, and the Orks p 
penchant tor ramming makes such attempts virtually a certaingt 
Ores are naturally ferocious boarders and the huge crew of a Mill 
kroarer poses a sarious threat to any capital ship. Those beanng Or f 
warlords ara doubly dangerous due to the higher proporban gl 
heavily equipped and experianced Ork 
warriors aboard, Incautious Ork captains 
will often leawe their ster unprotected 
in their headlang scramble to. inflict 
harm, hearice well-placed frigates or 
destroyers can d0.a great deal of 
damage to the lightly 
armoured rear of an Ork 
vessel. More expenenced 
Orks will land to attack in 
several echelons or 
Waves So that each 
ship or squadron 
covers the 
preceding ships 
weak spot 


Points; 
RAng/Spd Firepower/Strengih Arc 


155 


| “Sutlaty fe 
3" all-tima 


B he noloriny 
Onslaught is heavily annoured however, making il well capable | an e< 
surviving a head-on encounter with even cruiser class weapany® Gfiilger's sh 
combat Onslaught squadrons ara frequently the first wave of a (RES quis 
attack. They rush forward, heedless of risk, lo rake enemy ships The cripplin 
fire. Escort squadrons can be blown apart in an instant ina eae 9= gun 
head attack like this. In the Gothic War, commanders Soon iim | Nad-on rus 


to keep Onsiaughts ai arm's length and destroy them willl ail 


Craft, tomedoes or long range fire. 


‘Moai of tha 


Points: 45 
Ang/Spd Firepower/Strength Arc 


Ork Terror ships - 
‘Ammer, Klaw, Mork's Blade, Deep Wound 


| the Teno chip Movk's Blade was identified in an appallingly bloody 
$09 tha Ginrox Sound, mid-way through the Gothic War A 
| fonvoy wider scorn trom Exam to Conia encountered wrecks and 
eS a! (he edge of the Corilla system, Proceeding cautiousty, tha 
Siowoy Subteeded in evading several salvoes of deadtall torpedoas 
before two Squadrons of Ork attack ships 

pounced on the scattered vessels from Ihe 

cover of asteroid fields, Onoe the 

Impanal ships were fully engaged with 

Ihe attack ships, Mork's Glace 

emerged from behind a naarby 

moon, on tha Unprotected lank 

ol the comoy. The transports 

in (he canvoy scattered 

bul 25 ff closed, tha 

Tenor stup launched 

SUCCeSsive waves ol 

aséaull boats. These 

Sasly ovemauled 

fhe Heeiigy 

metchanimen ant 

ravaged tives 

before tha 

convey Geoortk 

could roturn and 


intervens, The one cargo ship which escaped fhe masa! boats, 
Olag's Tiumph, was blown apart minutes later by salvoes from the 
prow gun batteries of Mark's Blade 


The convoy’s escort Jaader, Captain Jerl, ordered an immediate 
attack on the pirate cruiser, bul discovered io his cost that Terra 
ships Mount a prow armament every bit as foarsome as those of Kill 
kroozgers, Al clase range the heavy guna and prow batienes of 
(Vork's Blade blew apart three Sword class frigates in moments, 
including that of Captain Jaril. Bereft of ther charges and with the 
prospect of a further beating as Mork’s Glade came about, tha 
SUTViVING scorn Vessels disengaged. leaving tha Orks to their spalls 
Captain Jerll was posthumously court martaiied for the loss of the 
convey 


Gothic War Training Dogma 

Linke moat chins with Gunch bays, Terror ships do not tend to loiter 
at long range while sending waves of altack craf agains! ther 
targets. More commonly the Ork assault boats and fighta bommas 
attack in close support of the ship fiself, oither assading its victims or 
Govenng its rear A large proportion of Terror ships mount a prow 
lorpeda battery in place of their heavy guns, giving some relief from 
Close-quanér pounding bul at the cost of encounlering potentially 
batteship-sized torpedo satvors. Tha poor crew quality of Ork ships 
Means they are slow and unreliable al reloading their launch bays 
(and torpedo tubes). However, given the pronounced Orkish taste for 
ramming and boarding, eagemess to close 
with (he anemy draws Terror ships into clase 
proximity with their enamias. Ork warlords 
offen use Terror ships aa their command 
vessels, their intimidating prasance ensuring 
that the launch bays ana Fun WITT a mochGum of 

eticiancy 


Ork Savage 


ay never a strong point in Orkish ship design, But it raachas 
" ime iow in the Savage gunship. Savages mount an array of 
fotorioys Ork ‘heavy guns’ on their bows — enough lirepower to 
if eicerl ship to places with a single hit or knock down a 
shields and tear a substantial hole in the hull. A squadron of 

ie QuUNENIPS can fp apart a capital ship in a few salvoes of fire. 
Chaplingly short range of haavy gunz means that the crews of 

10 Genehips get tow firing opportunities, forcing them to use a 

$0) ah of ambush to get clase enough to enter the fighting 
folie aches omployed by and against Onsiaughts apply to 
monly doubly so. Admiral Gorvan created spacial ascon 


Points: 
Ang/Spd Firepower/Strength 


aquadrons to seek out and dostroy Savages in all of his 
engagements with Orks, after the lose of his flagship, Aepuciator, at 
Moab In the Cyclops cluster, Well 

handled @aoort squadnons can 

ably destroy the lumbering, short 

ranged Savage, bul woe betide 

any Captain incautious enough to 

be caught oul by them. To let 

[hase ships open fire is to mvs 

destruction 
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Ork Ravager attack ship 


Ravager attack ships add a dangerous new dimension to to launch torpedoes and then follow them up through the anamy | 
Ork fleets — the ability to launch powerlul salvoes of = battleline before tuming and reloading for another satya 


forpedoes against ihe enemy trom long range. The 
necessity of dodging or intercepting torpedo 


| attacks while the Orn fleet is bearing down on 
them is an extra distraction most captams 
could do without— as it & in the confused, 

| close fighting which will follow, that 

rks Sxca. As with kroozers mounting 

tarpe Ss. Fiavagers often suffer 
problents when reloading due lo their 
lil-disciplined crews. This makes tie 

first launch of a Ravager squadron by 

far the most dangerous. After that it is unlikely 
that a Ravager squadron will have the luxury 
of being able to manoeuvre into an ideal 
launch position before letting Hy again, 
RFavagers also mount some weapon battenes 
firing fonvard, and a comman tactic is for them 


= the ¢ 


tactic favoured by certain wanords, although command difficulties 
mean that such mixed squadrons ara often indacisive mm thir 
alfacks, As a final note @ is worh pointing out thal the poo 
manoeuvrability of Ork vessels can cause them severe difficulties 


coardinating tompedo attacks. During & raid al Tarantis, several OW} 


ships were damaged or destroyed by torpedoes launched by fei 
own fleet, as they were unable to get out of the way in time Il 


f 


Mixing Ravagers into squadrons of other ships also appearnod a4 | 


appears that Ork commanders will not miss out on an opponunily eh | 


launch their torpedoes, even whan other Ork ships are at nak! 


Class: Ork Ravager attack ship Points: 


Due Grmament Rng/Spd Firepower/Strength Arc 


Terpedars 
Gunz Battery 


F he Chaos Repulsive clasay 


Ae @& 4A dd cruiser hoves into view |i 
Gothic Sector this month. | 
BS « $=%(<~@wresome ship, designed by 
Peer eS FE Fs Adcock, is an all-metal kit whic 
=r add some serious firepower | 
Chaos warmaster's fleet. flour 
* the heaviest broadside batter 
ic Sector — firepower 14 to each side alt the same time — as well as ac 
(torpedo spread and a considerable lance baftery, this ship will strike 
into the hearts of all those unfortunate enough to cross ts pall, 6! 
cruisers can take more damage anc mount more weaponry |! 
standard cruiser, but are much cheaper than a batiie 
=~. Combining awesome weaponry and a roBust ful 
*s Repulsive class is more thag’a match for any capi ’ 
tet oa in the Gathic Sector ard probably the equal of 29 
of M, “fleét of escorts! . 
Lei: Chaos Repulsive class 
. grand cruiser. 
; Designed by Tim Adcock. — 
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Ork Brute 


Pret sighted in tha Cyclops cluster early in the Gothic War, Bruteram three decks and seven guns before 
SF Ses sean became a familiar sight to tha hard pressed crews of exploding. Crippled, the Lord Daros 
f @ Sailefeet Gothic, Being as fast and manoeuvrable as frigate class = was forced to disengage 
Ss, tho Brute appeared to bo an Orkish atiempt al a more ‘ 
Sowenional escort vessel. However this illusion was shattered when 
asquacron of Brutes made an attack on the Lord Daros during a raid 
2 Vestap. instead of pulling away at the end of their attack run, the 
Panooy, new Ork ships suddenly blasted forward on « collision 
pease Two of the vessels siruck the Lord Daros amidships. ona 
inne Grray its forward sensor mast and starboard oplicon galary 
| Pe sther cr ashing | ino the starboard weapons battery and wracking 


ram ship 


Subsequent examination of the 

wreckage showed that the 

vessels which stacked the Lary 

Dares were incredibly heavily built, 

with an estimated 60% of the ship being 

a Virtually solid mass. A section of the prow of 

one vessel was also recovered from the third deck — it 
mounted a ramming ‘beak’ of solid 
ademantum. Unbehevable as it appeared, they 
DOrk= had Bulli ships intended specifically for 
reaming and Were ag jessve enough 
use fhe. 


aT: anda 


r 


1 
“4 


a 


‘eeased from the shipyards this ' - 
ih are two Imperial Transport ships. SS PA Cc E YY | A R | N Ee 
ve used primarily in the Convoy ‘ : | i 
) Gul they are also invaluable in 

ASSAULT! 

; a 


*. Exclusive rules for 
Space Marine 
Battle Barges 
and St 
Cruisers only > 
in White wa 
Dwarf 235! ae 
Strike Cruiser of the 
-' Uttramarines Space Marine Chapter 
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Get them while you can. These back issues will 
be reprinted so this may be the last chance to! 


pr 
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wary AMMER 


Following on from last month's release of Codex Dark Angels, 
reinforcements have arrived to bolster the forces of this most 
sinister of all Space Marine Chapters, as the incredible Master of 
the Ravenwing screams down from the skies in his specially 
modified Land Speeder, lain takes a closer look al the Ravenwing, 
J the elite Second Company of the Dark Angels, including a word 
a Lan pion with Jervis Johnson, author of Codex Dark Angels. 


Par obtiging sort of chap, Codex Dark Angols 
ides Johneon has vary kindly agread to sal 

foo, balora | leap into my bit, I'll let Jarvis 
Bat 0! a chal 


m Dare Angels are blessed with two of the most 
id anc Characterrul i in ihe whole 
meer 86) OOO a the mighty 
ana the ving am deadly 
By. Of these the Ravenwing have been a 
Gat farnuiie amongsl players, and Ive seen 
iwics Ravenwing annies over the years 
fo! ie f was unthinkable ihal the 
Pein be io! out of tha Dark Angels Codex - 
quree Nos absolulely nothing to do with me 
Apo held a Aavenwing anny mysell, oh no 


Pemnwiid we Unique to the Dark Angals 
ae Their role is to carry out lightning fast raicts 
Rit MEROnS deen into enemy teriiory. To 
M these incredibly dangerous missions 
+ SOT in equipped with esther bios 
i Land Speeders. This makes a very 
ano hard hiling force. thal can adapt 

lor a variety of missions. 

Pee eve trun 2s vehicle crews, the 
ave Secured 8 deserved reputation as 
OG Wied fast attack troops in the 

Thy constantly hone their skills to the 
Pie ey can perform amazing feats of skill 
it One of the most impressive is the 
j ink’. This ja where they fhrow [hair 
Ram side to side as they hurtie towards 


(hair foes, making themselves much loss vulnerable 
fo incoming fire yet without losing control of their 
vehicles or affecting their aim. 


Wed already included guidelines about fielding a 
elt farce in the 40K rules, But | wanted. io 

make i) 20 tial @ Payer Could choose io ite a 
Favanialria cLITTYYy, rather (han reqmining «an 
ooporent s consent in onderid do 65, and te mean 
| fed to come up with rules thet were tair and 
balanced, The only way to do fis was fo ge 
playing, 60 | quickly pul together the special rules for 
using a Ravenwing army and played a few games 
wiih it () know, | know, I 6 a hard lite being a games 
designer, isn't it,, sh 


The results were really interesting, and proved the 
Ravenwing to be a remarkably woll balanced force, 
and great fun to play with too, You'll find thai a 
Ravernwing army is very powerful initially, but has to 
be used carefully as enemy fire can whittle it down 
io size very quickly. In mos! games tha Ravenwing 
wil tase an eariy lead, bul the enemy will start to 
‘Tee! (hem back i, and ihe game will be decided on 
how well the Ravenwing conserves its forces 
through the battie’s latter singes 


However, its effectivanéss as an anny is not the 
primary feason for collecting a Ravenwing foree 
The simple truth is that Raveiiwing armies just look 
(real, and have an indefinable glamour and ‘dash’ 
which makes tham very appealing to collect and 
play with, Have fun with them! 


eS ae CHOOSING A RAVE JENWING Ri 


‘ Choosing an all-Ravenwing army is, in many to make your army ft. As long as playerse 
- ee respects, much simpler than choosing a standard this in a sensible manner, then you shouldn|) 
; . = Dark Angels force. For a stan you have far lass any problems 

© optons to choose from, and everything that you : ; 

choose is very similar in function and affect Above is a sampla Aavenwing army of abal! 
points, which shows the various squad hyo 

First of all you must choose the Master of the how they fit Into a fores organisation chart 

Favenwing as an HO choice. You cannot field an all- 


\ | Ravenwing army without him. The only other HO Ravenwing Tactics 
' | Choices that you can have are interrogator The Panverveing ere a ticky eriy.to use a 
1 Chaplains and Librarians, and these mus! be given Although each model wil be quae hag 
\ a Space Manne bie for an extra 35 points. Only the because of high Toughness. and a. good 
Master of the Ravenwing may he accompanied by a save, they are also Very expensive in po 
command squad. In the Codex jt stales thal the they do fall the joke will be greater. Thace 
Masier of tha Ravenwing may be accompanied model that you can buy fore tgataliped J 
™ either by a blke squad ora Land Speader squadron 45 points — (he cost! of three Tactical S 
| This is because originally it was intended that you Your Ravenwing army is going te lool 
could are the enegs of the Ravenna _ when it is arrayed on the tablaten! 
mounted on a Speeder or riding a ; 
Technically, there is no reason why a Land Speeder By farthe biggest advantage of the Re 
| | couldn’! be attached to a bike squad. The rules wil Nar armies is their speed, They can 
| HE nen, have cope with the situation perfectly well but you may altack the enamy where enc wher i 
| heen siohtrd. | | find that this limits the effectiveness of beth — the ‘Men withdraw betore the enemy y CaF a 
Pe ans bikes won't be able fo make assaull moves for  ‘"@ Sveory anyway — In practice @inta 
lam going to fee) instance and the Land Spasder will be limited toa - "4t. 2s Mark Bedford discoverad to ier 
: Maximum move of 12° per tum. month's battle napor | aehed hin what le X 


learmt and wheal advica ha would ghe 


} | cnpage, In the name . 
Tho onty offer choices that you are allowed to make Ravenwing commanders, 


lol the Emperor: 1) in @ Aavenwing army are bike squads, attack bike 
— _ aquadrons and Land Spebder: squadrons. In baa hal ve seen how cevasial a 
even wing standard Dark Angels army, these would all count as — “@power can be on Land Speeder a 
Attack! Atiackil Fast Attack choices. In the case of a Ravenwing  WOUld be leripfed fo eld Mem as | 

' foree however, bike squads count as Troops ‘#iher than as a squadron, That ay 

ATLACK! | choices, attack bikes are Heavy Support options opponent shoots al them, each of hed 
~ Cia 7 oe | white Land Speeders remain as Fast Attack You wil  °/Y be able to ger one at a time. Fietangt 

Aoian, Miister of notice that tha Aavenwing do not have any Elites individual units will mean ihal you wont 


a rare ; ' ’ + ite include guile as many in your 
the Navenw ing Siee toa tener Elhes. oan balanced by the fact that they wit bem 

Breakthrough missions for example — thal you treat 4/2! San send them all off in cifferes am 

Lands Speeders as Elites as well as Fast Attack Ou want fo. [he same thing apphes ia 

Choices. The Ravenwing is not a regular formation a5 WON. 

and a5 with any unusual! army list, there will be = in ; ; 

ootasiOns when You have to ‘bend’ the rules o little Sv feenieRine cpa ceayae penal 4 “a 
drawn into a close combat. Every ip 
troops are in hand-to-hand combat 
turn for your Opporent to pour im pei 
and swamp you. Once you have fear 
is vary difficull to break free ands 
don't get your special ‘avenwng # 
assaults 


The main thing to remember 
Ravenwing are a hit-and-run lone 
run. Don't be alraid to spend.aium 
the enemy's way. it's bemtar to a 
fining than Waste a squad. 


Well, what are you waiting for? inn 
the Emperor, Ravenwing Chaaargd 


MASTER OF THE RAVEN 


i 


|) "The Ravenwing Creed will be Ignis ct Tempestum. 
They shall be the pinions of the Angels of Death. 


| Shield of Might: Incorponmted ic the | 
Master of the Favenwings Lond 
Seer i fl Gane Bhat produc & 
prdlective energy field around ihe 
| vehicle, giving the Land Speeder a 44 
| iwulnerable sawo ageinet prey qlencing 
| oo Of ite Aavenwing/s Lat) Speeder is unique, and wae Tendeorafted wurhng the Honus oF penetrating fats This repiides ihe 
| fanny Wing techregques That Rave long since bean Jorgotien, A UM o! Boel rules apply bo Uf. G+ save Ravenwing wohichos morelly 
Y apdeacrbet bare receive for ‘inking’, 
roe Fadl, @eenmon Nele nat, as the crew of the Land Speeder ane weRring Gower armour, the All-Seeing Eye: The Mantes Land 
vaticle dopa Cdl COU Be open-top ped, Speeder includes vor sophistorsted 
rw) Groris KMesinr and gurriet intelligence-gathering devices, When 
. (nd Master is aboard, fe is tborally 
hooked info this diatom, giving him 
huge anoy of data with which he own 
SPECIAL RULES , cont and dinsot the operviona of the 
| Flawereriny: Special files eoply to all Ravenwing models. Bee the special pales al the slat of Raverwing uns under his sommand, 
| tine erery thet door tera In batts, the allows him to madmen 
: ‘petis| Chemactor: The Maste: c} the Raverwing musi be tacen 48 on HQ lew tor 6 Raverving | the fire of ihe Rovenwing unda takang 
) Sery ieee the les on Reverwing srmes in the introduction 400 or taidng a Maagiar oc! the par, represenied by Allowing the 
| Seerers ee Dor§ Anges Harness antey in the anny fst). Ho may Vier be used in astancand | Ravemsing player to n-1o# all of the To 
PG bray, yy 46 as RO urd Gad ths cose he may ony Be uae A Both pleyers fave } | Hat rofis for a singe Flavoring ust of 
) pes © Po wae Of wpecia) Characters. Note mathe has no separote profile, wince he arways | hes choice in each shooting pias, a6 
pee soe! Land Speedie long a8 the Master of tha Flaverrwing is 
7) Tis Reem Sword Tha Master of no Raneiwing teceves tha Raven Sword ag fei badge of restr ae. eee, 0 me 
1 _- RRR ahr TT AS ee 18 sing the Night Fayhing fulos 
( ee Crefied bom fhe same maieorie a= iho Sword of Secreta, 8 allows the Masior fo make 2 ihe Fawecwing player mary cowie the 
) ae atari |f hee reas Wein oof an ememry model in ihe Ten pia He ey cricket | diet ie unit ine wri 
} Serge rol to it as | he were making 2 cose combal alluck on Ihe enemy model with a = 
Waapee Se0 of 5, The onorny may not strike becic HW the efieck Alte if cnuees o SS hit with no Wespons: Tha Master's Land Spader 
Wi save wWloved Tho Nastor may onty make one attack wih tho Raven Sword per tur is armed with @ twin-linked hoavy 
PE) Wi) his weapan does nel stop the Land Speeder shooting in Ihe shooting phase boter, and = twin-linked jaeqult 
minor 
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THE GOTHIC WAR 


Battlefleet Gothic Campaign Saturday 5th June 1999 


GAMES WORKSHOP PRESENTS THE FIRST EVER 
BATTLEFLEET GOTHIC CAMPAIGN. OUR PURPOSE BUILT 
EXHIBITION HALL WILL BE LAIO OUT WITH LOADS OF 
GAMING TABLES, ARRANGED TO REPRESENT THE 
ENTIRE GOTHIC SECTOR! 

EVERY PLAYER CONTROLS A FLEET AS PART OF A GREAT 
ARMADA, AND WILL BE ABLE TO MOVE FROM TABLE TO 
TABLE, FIGHTING BATTLES FOR SUPREMACY OF THE 
SYSTEMS IN THE GOTHIC SECTOR. BOOK YOWR TICKET 
WOW TO DECIDE THE VICTOR OF THE GOTHIC CONFLICT. 


GAMES WORKSHOP EXHIBITION CENTRE, 
Games Worksbog HQ, Willew Road, Lenton, Mottimgharn 


vames Workshop presents the Warhammer World musewm featuring awesome, 

lite-size Warhammer 40,000 characters in amazing settings, Including Blood 
Angels Space Marines, Ork dungeon, Space Hulk corridor and Chaos Space Marine | 
battle scene! As if that wasn't enough, come and see our great selection of massive | 
games displays including the Ultramarines Chapter, Massacre at Big 2 
Toof River, the Antoch Plains and last year's mega display, the Siege 


of the Emperor's Palace, plus lots more great displays! 


ADMISSION €1: Guided tours of the museum are conducted most days al the HO Gh 
store. Adelts accompanied by gamers under the age of 16 may enter free. VERY (ab 
IMPORTANT! Betore you set off to visit os, please telephone the HQ store ta ensure 
that the Museum is opes and that guided tours are available. Open 7 days a week, 
Tel: 0775 976 64170, Warhammer World is a small but truly exciting museum, a must 
for all Games Workshop fans! Remember most weekends you can also visil 
Bogman’s Bar for refreshments. Some areas of the HO will be off limits when the 


Museum is open, 


You will need a painted 1,250 point fleet, conforming to the 
Battlefleet Gothic rulebook fleet lists. When you order your 
tickets we will send you full rules and all the details of this 
incredible day! Tickets for this event are available priced £7 
through all Games Workshop stores and from Games 
Workshop Mail Order (0715 51 40000), 
Tickets on sale from 1st April 1999. 

Entry strictly by ticket only. Open 10am-Gpm. 

‘ Tickets will not be available on the day. 

’ Over 165 only, unless accompanied by an adult. 
For more information phone Mail Order on 0115 91 40000. 
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SUNDAY 4TH Jt 10AM— 


ME DOORS TO THE BLACK LIBRARY ARE 

[WROWN OPEN FOR YOU TO GET A GLIMPSE OF 

‘IMME OF THE MARVELS CONTAINED WITHIN: A 

‘CHANCE TO EXPLORE THE OTHER SIDE OF GAMES 

SURESNP, NCKET PRICE 18 ONLY £5 INCLUDING | ~ 

| SLACK LIBRARY GRAB-BAG. TI AND 

“FINTHER DETAILS ARE AVAILABLE FROM GUR MAIL 

» UWER HOTLINE ON O115 91 40000 OR FROM YOUR 
‘LOCAL GAMES WORKSHOP STORE, 


BENTRE. 
AM 


resents Warwitk'’s awesome ‘Dark Tide Rising’ balile, displays 
vem clubs all around the country and Joods more! 


Come ned meet {he artists and writers, view 2 gallery of original 
clwerh tke part in a tll comic sirip iinprovisation where The 
juence Will guide the action, and don’t miss owt on our first 
vcliewe ARTWORK AUCTION! Meet the writers and artists trom | 

‘enn! wha will be avaliable to chat all day! 


forge Wartd 


~ (on tunds on the (atest large-seale Forgeworld creations. 
Comng the 1mm resin Imperial Space Marine gatue 
Loume and Warkammer 40.000 battlefield scenery sets. 


ot poet in demonstration of this exciting game, and also lind 
o what new from Hagshead Publishing 


i Special Editions 
vel your hands on secret, special creations, including 
‘iled edition T-shirts, Black Library character figures 
nd lontastic resin conversion kits from the factories of 
1 Imperial Armoury, including the Leman Auss 
hinguisher, Destrayer and Conqueror! 

‘uly, the day would nol be complete without 

ciation and demonstration games, awesome deals 

om Mail Order, the Black Demon painting competition Lenton, Nottingham, NG? Z7WS, or check owt the Black 
ml Vehicle Conversion competition, Library website (wwwblacklibrary.co.uk). 
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Gaston, the Wight Lord leader of | 
my Tomb Guard regiment. This 
miniature took minuies to convert 
and paint, lacks great and |e probably 
my favourite model now, because i 
| was 50 simple and fun to do. 
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THE CHILDREN OF THE NIGHT... WHAT SWEET MUSIC THEY MAKE. 


The Duchess Elysabet de Vastet was married to the former Duke of Couronne. A 
vain and manipulative woman, she was easily lured into the hands of the Lahmian 
Vampires by promises of power and decadence. Soon afterwards her husband fell 
prey to her, along with their entire retinue of knights, squires and serfs. All were 
playthings to her will. In the two hundred years since her Dark Birth she has risen 
lo the highest rank of Vampirism and caused carnage amongst the forces of the 
Wood Elves and the Empire, seducing the greatest of her enemies and adding them 
io the ranks of her army. 


\used Dark Angels Green and white as the main heraldic colours of the army, to link It together and help 
establish the theme. | must say thanks to all my lads (Vampire Thralls) for helping to stick some of the 
Skeletons together and painting spears black. Special thanks to Sam Clarke and Stuart Witter, for the Black 
Coach conversion (Stu) and paint job (Sam). Fangs for the effort, guys! 


- 
Lady Elysabet was made from Lucrezzia Belladonna, the Green Knight's horse G 
(ta keep the Gretonnian imagery going), as well as the head from the =, 
Vampire Lord's steed and the sword from the old Vampire Lord on foot. ge 4 
The whole thing was converted and painted in a day, which Is the Pd .. 
way | like to do it! | used superglue to make the chain stand upin = # Ci 
a loop to support the bat. The best bit, though, 
was when Elysabet was photographed for the 


F vcr the mowiind Wight sonnet ¢ webd-0 


mixture of plastic and metal Brelonnians. 
Amazingly, they took longer to convert and paint 
than my Zombie Dragan 


Plaguetang! a 
My Wight Lord, ‘the Dead Knight’, — 
is based on the Green Knight with 
the helmet wings from the regular 
Wight cavalry standard bearer and 
the lance arm from a Grail Knight 
As on afterthought, | used the horse — 
= head from the Green Knight on the 
whole regiment, painting the plumes 
¢ black to give a darker edge to the 
Bretonnian heraldic colours and © 
making the unit just a little 
= 


Christine, former Sorceress, 


who was turned to Vampiren — PT 
7 a by Elysabet. Dsfore 4! 


- Sentry 

was dead chuffed with this one! This is Plaguetang, a , 

Zombie Dragon, slain al the battle of Sabel and raised by —¥ 

Lady Elysabet to join her undead forces. a 
it's basically the head, wings and back half ofthe plastic 4 = 

Dragon from the Asarnil model and a whole packol of 

greon stuff! It took two days fo convert and sculpl, 

and an evening to paint. | painted each area 

individually, creating the mottled effect by 

highlighting Bestial Brown with Camo Green and 

then Rotting Flesh whilst it was all still wet — as if 

the Dragon was a mixing palette with wings. 

| contrasted this manky, rott 

colour with a nice, cold green = 

® mixture of Sealy Green and 

Hawk Turquoise. Now | just need to 

convert up a rider for maximum Fs: 

effect. Surprisingly, the most 

important bit on this model was 

the rock, which | found in my 

garden. As soon as | saw it. | 

knew | could make a cool Dragon to go on it. Without the rock, 

the whole thing would be far less dynamic. 


By the way, this is only part of the whole Undead horde. 
Come to Warhammer World and you can see the rest! 


By Andy Chambers, Jervis Johnson and Gav Thorpe 


Miings cilizeans and welcome to this month's Chapter Approved. | trust that you have ali been maintaining 
ce and purity on behalf of the beneficent E ror of Mankind. If you have failed in this duty you should expect 
from the Inquisition soon. The advent of Codex Chaos has led to 5 disturbing Increase in the number of Chaos 
perees comet the last few months, and as if the creation of that unhol 

Ber Amable ctor Johneon has also dared to me a number of clarifications to the rules for Chaos forces, 
= and revile these missives, for though the lure of Chaos may be great, the retribution of the righteous shall 
hihi also has some amendments to his i Bnece’ Wolves army list, then we have rules for the Daemon- 

y Knight Terminators, some more Questions & Answers and finally various house rules for you to try. 


Codex was not enough to damn his 


My 


aac if iri! 


y 


phe et 


rf. Which tinker inlo account thelr 


SPACE WOLVES UPDATE 


By Jervis Johnson 


few Warkion of the 
(list Waa published in 
fe han Deena steady atrearm 
ering hougris and comments. 
Se views juve been ‘added to the 
i were, and are very much 
: ee We can!| AnowW 
is you tell wes, 6o if you 

be abou! samething to do with 
La great faa, hen pul por to 


7. 
Rerwenter 


of your laters have pointed out 
mer he Will Guard rules work, 
characiarful and fun, 
bard Terminators very, 
we compared fo Terminators 
EOF lasy) the same charactoristcs 
bother Space Marine army lists. 


fai 


add the foliowing 
ard entry on the anny 
inntor Heavy 


Space 


oa? Terminator 


fs and added Texibility 


lent Tarrinaion: Any number 7” 
2 may be gwen Tennmator 


5 Bo 


ihat Wroll 
TRO a eee 
Tarminators (45 


B pRCOGeN ho 42) and pay slightly 


Jace 


chainfist or lightning claw at #5 pts. Any 
Pyrite 


‘Node! may naplace fis storm bolter with a 
fhunder hammer or lightning claw ai a cos! 
Of #3 pis * 


Tive other thing that “some of the mor 
veleran Space Wolves players have noticed 
ls that | have removed the caption for arming 
a Sergeant wilh what used to be called a 
‘special weapon fa plasmid gun or malta 
gun, etc). | did this because | though! it 
unlikely that anybody would chogse fhis 
aplien over ham @ piso! and some 
form of. close Combat waapon, but judging 
by the faedback |'ve received, a numbar of 
players like this added flexibility, and, more 
to the point, & number plready have 
Sangeants all painted up and so anne 
Therefore you should repisoe the weapon 
options listed for the Sergeant in the Grey 
Hunter, Scout, Blood Ciaw and Long Fangs 
packs wath the version below, Note that the 
oos) of ihe plasria gun has bean doubled to 
keep fin ling wilh tte cost of (he piaSma 
pistol 


aph 

list, just 
Bapons: 
Guard 


The Segean! may be annéd wiih one of 
ihe fovowing Weapons: power weapon al 
+10 pts; power fist af +15 pls; plasma pistor 
af +70 pts, meviagun af +710 pts; plasma gun 
Al #72 pts,’ 


OS Sail 


aciom boller and power frst af 
Pers ptsper model Any model may 

fst fora power weapon or 
fat ney naditional cost, ar with a 


at re 


a ST 


IOUS Be Ihe Mos! OTeCOLs 


ot All (ne Wioll err wos OOS 5 


WHAT'S CHAPTER 
APPROVED ALL ABOUT? 


Each month Chapler Approved tahes 
@ look at the Warhammer 40,000 
game and its rules, introducing 
differen! scenarios, weapons. rules 
and army list entnes of all types 
frequently stolen from Codexes in 
progress here at the Siudic. li also 
acts a6 & forum for dedicated 40K 
players who have produced Inspired 
well thought-out and just plain 
brillant additions lo the game (as 
arbitrated by that woll-Anown mace! 
of faimess and Balance — me). Il 
you've gol something good for 
Chapter Approved then write In to; 


Andy Chambers 
(Chapter Approved) 
Games Workshop, 
Willow Lane, Lenton, 
Nottingham, NG? 2WS, 
UK. 


Note: Please don include rules 
queries etc. with your letters as the 
volume of mail (and ihe fact that I'm 
lazy) means in most cases | won't be 
able to send individual replies 


a ean Seen siete = 


Terminator art 


CHADTED ADDDHYED 


, (hese elife Ozemon 
| flunters are the scourge 
of Chaos. Psykers of the 
highest potency, their minds 
hardened with piety and resolve, 
they trait endlessly in their 
fortress monastery on Titan, 
waiting to be called inta action to 
batile the creatures of the warp. 


Any imperial force fhat /s 
involved in @# Daltle against the 
forces of Chaos may include a 
Grey Anight Terminator squad 
These olife Marines are never 
wasted against lesser opponents 
and may only be included fo fight 
against a Chaos foo. They are 
always feserves, regardiess of 
whether the mission being 
fought allows reserves. Grey 
Anfght ferminators will mot 
deploy until their enemy has 
been identified and the location 
co-ordinafes transmiffed. Then 
they teleport fo the location and 
assaull the unholy menace. 


GREY KNIGHTS 


By &dam Beany and Andrew Denne: 


In an offor to stem the fide ol loulness | oe 

determined to release details of the Grey Kage 

This most secret of Space Marine forcas ope 
wien Tha junsdiction of the inquisitorial Ordo Malious, or Daemon hunlers as they 
Sommanly kncen Mwo necewed many (rainy) letters on fhe suloct of these slalwan Geao 
and have selected the ideas of Andrew Denner of Sfsiol and Adam Baany of West Wie 
aS being Moasonably sane rendihons of thei powers, in line with the Grd edition Wiemer 
40), 000 rules 


GREY KNIGHT TERMINATOR SQUAD 
_|_ Points | ws_Bs 


7 yy 
"a E ! 
we mi 
1 


Squad: A aay ar hi Termingior Squad consisie of between ive and ten Gmy 
Eorrin WE ' oy pen a Po fo sihinsvic dl Terrance | honours and the Tenverake 3 


Grey Knight 


SPECIAL AULES . 
Chacshane: Grey Knights may ony be fielded against Chaos Gpponents 


Reserves: Grey Anighis are always held in reserve, even | ihe meno Goon ne 
faseryes. In addition ey may only deploy once one of the following cnberie | rd 


= Thee are Daemons present on the battlefield (Greater Daemons, Oaamary Ao 
Princes. Daemon packs, beasts or cavalry, Juggernauts or Nurglings) wD 


B -4 Chase Sircerar ses 4 fSeyche power 


Equipmant Grey Anights are arrned wih two tems exclusive to heir order, ea hee 
Force Halberd and ihe Aegis Suil it 


Nemesis Force Halberd — This potent weapon [uneiigns as a power a 
(Mealss APMOUT Savee) 2nd in addition AlWays WOUNdS Daemons On a 2+ oe 

Wotes a sion bolter which can be fred providing tei 
Bune is. eo ee 


Aegie Suit = Woven into the Grey Knight Terminator armour ts ar insulate me 
layer. This, coupled with the annours purity seals and bessings, allows 1% 
Knight squid to negale psychic powers aa if armed with a Psychic Hon 
a Se Marines). Mowever Grey Anighis may only atempl lo negate aaa 
rs thal farget the (rary rugnl SL +i! iepen Only a wi} foul & 5 mats in resale! 
attack ede aH 6 of how many Grey Mnjhts are tarpeted 


Peyehic Power: Molocausl — ie aquad as @ whole has fhe paychie power Holoeale 
itimay bo used al any point duit i (ho assaull phase if ihe equad passes a Pevorlg 
Place the mye @ femplate in contact with one af the Grey Knights. All maces Unde 


jempnie suier a Sirength 5 hil at APS. Wourds inflicted coun lowards the oom § 


Fearless: Grey Knights are teaness and are assumed to pass any Mornie check a 
fea? thal they are fequired to make 


\ 


’ tke Emp car ict live suciilice 
He ceedores at hall we 


whe: att leentcee ol DDacrniias 


Gers Korezhits arr ihe hatiirct 
‘ 
the Caran withomt tear 
S gro wiywicty Set Ser. 


+ 


fict ak bemilted ond sity ay 


gi on Ties we be Wilden, 
it cypen encompam the Galaay 
Lrvik-ahall elude our gare, 


Chet “hall. sical jie tate 


lilt be thie Keeper litaercortal 


mts atall be our knowledge 
rm tht Giuliano) Mankind! 


Sl ANd Stety Ae OL code 


] 
Lh an Pile ate oie wing 
trom the Eves of (Lhece 
! raf . itt 
rithoat warmig of crevd 
ce lire cuPec bres im chery | 
chores wll cater oor hiewriy 


re will tool) oan souls, 


Td 
Pill kh ity 


oi Hid bute 


fan ates bili Pan 


t 
rec aot gait 


! 
meectie® @ leiicp avg nme 


F 


ob on stipos 
i 

i) be om 

mb: sur |e 


vill wriken oat reaalhr 


a LL bi) 


massed larkiay perils 


ai evct be reey 
ihe bapeivr 2 W engeince! 


t whemdusg phall Be our bie 
a hile Mall oe fe 
We shall be anstistieg m 
or hall longer lor holy wer 
om t 
Seria of [oatice 


rie we ait 


Whee ail Ther a Bodeoos cisurrey 

WtShy ant s une shall we aepd 

a whatly anksown to us 
cued Toon. abe Eimperit 


(erward yer 


CeLuT THU age 


Leabowed ind unehahin agaist all fact 
is aliall lair Wee Wary with: blagd 
Sicgdy ap wire) we lind them, 
those Hat dure Fe aL wrath 


Desi sielke wa iw mawy fees, 
tlw grodcsyid wd the witerly inkbumeay 


We are ohe Bringers of Hope! 


Hlodely hettles encoding constentiy 
es 

nedernprtien ihe reward for yuu 
Vigilance 

When flab Pears 1 uuspeekabie 
hevel 

pure op tle Bloke thot desceoels 


When empyreus barrors govade oor 
reabivi 

out exorcise shel) bork theo Bock 
Thee «eat Chora ipa wad cerca 

ae bapag wih fore =F teclocerrtalae i2j-F 
Wik chal 


ancuianied Digs = 


ao aftine nuguks ial] omhiiome 


G: orc ih il W cline! 


Pkeancn 


Sou. ce ap je ill hewn af 
Lakiay, 

Bo (mimi land shall be “parca 
Ao mulevdent eperi will Lee: ie 
ao croton eto em thal erie 

Sa unhaly dord wheal gi ap pumas lies, 
all bla phecians acts shall br gtonesl 
Sg aba wf ll imiepide a Wri Ws, 

al) are banaled to the wal 


Al, Evry thal) cade oa cleaneung Lire 
not Cheaion. cp Spay fi ot Renepade 
For we wre Maahund’s Divine Bede! 


Et Templars Mysteria aux Ordo 


Malleus 


Heavcaly plessarigs att. laid Wpeon tn, 
the warp & ours. to time 

Tivtygh sercetics shall Be ayaimet wo. 
mi wiichcgabt will briny ane doc 


Though spell ay pcantation blog he ws 
ie Fmjpercr Heel] gee Ud Wehr 
Wa bes Gin prrercitie cll 
determunation, 

cokit retlve | SEY TEth gt if ches! 


Sat and wards watth over we, 
prapers shall pcrye as dit pointe 
For we ate the Emperors (ohosen! 


There «= nvth death oes rWriliny lis. 
vet the Emperor light get bah 
Falschood aurtoeed os af etry tern, 
wet eo trator shall inalownd ws 


eo deerme: ttckery will thwart Ww 
ao damecticn skal] brrey we brs 
lee = fi Peete Lor oe 


fer a tere ee ill Birr 


Thtwgn mere morte ce Hin sree 


rectesiing ihall Be Oey roe doty 
bt beeerator lavoustin Deeb les 


Derma baer 


Litt Cotvitde-al) Aerating ial (he Latcy Kajehte 
know hot the Sie enti ail Say Sih 
Scere Wands 

ry 


Sour: orriqied datelale | EE dye 


Gav Thorpe 


DHAPTER APPROVED 


M hanks fo everyone who sent 
; in questiens. I'm going te 
cover some of the most 
common ones hére. My apologies 
if your question hasn't been 
covered hur | fey remind 
everyone that it's just ossible 
for me fo reply idividuety =—fa 
never get to write any Codexes! If 
you need a rules question 
arbitraling, try contacting the 
Roolz Boyz {in Mail Order) wha'll 
be happy to heip. 


What happens to an Eldar 

anti-grav platform if it rolis a 

1 to hit and overheats; is It 
like vehicles which are immune to 
overheating, or does it overheat 
and affect bath crew? 


This one’s bean sorted in the 

forthcoming Codax Eldar, so I'll 

fulé in line with that. The 
Superior lechnology of Eldar 
Weaponry means thal thélr plasma 
weapons do not siiffer from 
overheating like those nasty, crude 
impenal weapons; so a roll of 1 to All 
has no mote dire effect than simply 
missing tha target 


’ Toughness (for riding a bike 

or having the Mark oft Nurgle 
for example), is it his original 
Toughness of his improved 
Toughness which is used tor 
determining what Strength hit fs 
necessary to kill the character 
outright, In accordance with the 
Instant Death rules? 


instant Death works from the 
—® Siginal Toughness of the 

GMaracter, before Toughness 
bonuses of any sort For example a 
Nurglia Exaliad Champion nding a 
bike is Toughness 6 (Toughness 4 +1 
for the bike, +1 for the Mark of Nungle 
= 6), However if he were hit by 2 krak 
missile, Sires 8, ihe Champion 
would be killed ouiright as the 
Strength. 6 missile |= twice as strong 
as his basin Toughness of 4- 


O W a character has increased 


The Dark Eldar Talos is 

noted as being a skimmer. 

Does this mean opponents 
need to roll 6s to hit tham In close 
combat? 


We, no, no. The note about 

) being a skimmer only applies 

to them being able to Neat over 

terrain when they mova. In 

retrospect We should fave called 

them ‘hoverers’ or ‘floaty’, to avoid 
this confusion, 


The Eldar psychic 
dads Aunesight can 
2 used to give an 
Eldar unit a re-roll on tailed 
armour saves. It stales that 
the dice may only be re- 
rolled once — is this once 
for the whole fur er do you 
get a reroll against each 
ditlerent volley of shots 
and set of close combai 
hits against the unlit? 


, Every Girne the protected unit 
J, suffers hits from any source, it 
gets fo re-rall any failed saving 
throws — the raference to dice only 
being re-rollad once means that ita 
modal dossnt Manage tosave by ta- 
ralling the dice, t bacomas a 
casualty. It can't just Keap re-rolling 
the dice untl i succeeds! 


their Exarchs use the 
of Foot rule? 


A Oh yes, 


QO; the army tists jt often 


( D iret Swooping Hawks and 


refers to ‘individuats’, like 

Lictors and Zoanthropes. 
What exactly are the rules for an 
individual, are 3=s:«s They like 
independent characters and do 
they get deployed a5 one choice 
from force organisation or one 
at a time, when you're alternating 
deployment with your opponent? 


Individuals are just units of one 

model as opposed ia 

independent characters which 
ara capable of joining other units 
The main reason wei put in 
individuals was tO cover creatures 
which simply weren't worth taking if 
each cholce from the force 
organisation equated i one creature 
— for example, nobody would be 
interested in Bloworés if each 
one cost you a heavy support 
choice. Daployment is discusssd in 
detail néxt.. 


,In many scenarios players 
‘alternate placing their units 
and this can be a real pain 
when you're facing an Imperial 
Guard army with an infantry 
platoon or two. They end up 
placing » few 50 point unils while 
you have to roll out your entire 
army — then they place their big, 
scary tanks In positions to blow 
you to bits. is this really the way 
things work? 


»} No not really To keep things 
fair in deployment, players 
should alternate placing 


Since 


uestions) 
ANS Wers) 


Ne im 
Anaty) 
thang 
iroy 
= have E 
choices from the force arganisatiey)) oo. 
ehart. So, for example, Tyrantd Tim | 
and imperial Guard lan ore | 
deploying at ine Start of the game 
lan places one of his Troops cholo | dl 
first, In this case it is an: Impere ry 


LEE Ar 


Guard infantry platoon of {hear |) Bc etd 
squads and a command Squat ~ seg: 
Because the platoon is one oholal)) fo 7) 
from the force organisation, al i) “4 
squads are deployed on the table | 
they don'Lall have to be put Wie Pp. 
same place but they are placed h 
one choice, Tir puts down a tg) Lord's p 
of Termagants next and then & | retinue’ 
Laces another Rapes and su of Pron, 
en ii comes io oying * 
Tim hae three Lictors which hecho >agull 
as one slot on the force organs . 
chart. Again these ara deployed ali 
ones [although they don'l have io ig U 
placed in the same part af | 
atthatiala}. velicne's 
ianearc tr 
Baoan, | 
In several of the scenarjag! = [St limits 
refers to troops holiley i on 
table quarters or other 01) 2! 
fulfilling victory conditions, Dow egradas’ 
this to units taken trom ; 
Troops section of the army lial? 
in terms. of mission objacit Be 
the scenarios should rea 0 Champion: 
‘Infantry’ |hstead of 17x Surnimo 
This was 4 correction whial Awntion th, 
applied to some of the scenaraiW take ov 
not all of fam. If you're in Gee oVercor 
about whether ‘troops" is being Ba roll orn 
a5 a general reference to une —ae Spec 
cfeatunes which pur around or lg 
or units chosen from the TH in, 
section of the any list, you mr “he ieee 
by checking to see ifthe reteeqmy pny charset 
caplialised, if It says “Troope meu ov mm 
probably referring to [Ne arrriy MM Sone jy, 
says ‘troops’ its probably rote Daemon ¥¢ 
infantry in. a more general bn 
(lacluding Elites and so on) 
b Tha 
O Does the Orks! Kustonnts ~o 
Feld $projector Have Perea ir! 
effects on handlewll modes), 
combat or shooting isi ® Whines, a ; 


‘bubble’? 


A No, the force field ona 
shots pr a oulsli 
area Of the field. i ia 
etlect on hand-to-hand Don 
shooting Inside it 


e It Seems 
Wie charg 
P iw vehicle 
Misra the 


PUTTING THE TZAP INTO TZEENTCH 


By Jervis Johnson 


ag ees 


el Ou 


th te lil were not thon 
9 Ss horoughly a6 they e 
make vp for this telow ar 
eevetions fai Chaos players 
ial ey field an army 


Oeemon Ponces that are Qe a 
aa: PoOWwO! GOUT a8 haw A; 

; = thay use i. Thuse re 

Pence can ba given the payehie 

Silvas Ol Tzee6nioh and pohually An 

= fy eet i?! 


A Thousand Sons Chapa Space 

| Mee in a Treenichh Craos 
Sob reinwie may be designated as the 
S Sandard bearer, and Can be 
e the Slagied Standard Note that a 
Peer Sons standard bearor is nolan 
¥ tq Chamalon and fetaing his SGprrial 


moire 


e Uae tha limitations to Vehicle 
Wpomdes included in each 
entry in tha amy list tae, and 
ihe restrictions of page 6, In 
m on, the havoc missile launcher ts not 

ied ip Chaos Oreadnoughis as 
fon page 21, and instead can be 


Bal may have ‘any of the. verich 


Soma Tzoontch players hive 
noted frat ihe lack of ‘ana 
Pam ina ony makes it ci 
fen a Greater Daemon, pot to 
Aira wher it does appear i! tard 
er a falhet gowerful character. 
Boome the ve decided thal you 
A ore DA lor each unit of Thousarti 
(annes that has exactly nine 
Mite homg thea sacrod number of 
Ayu see). Aol to eae i) a rrocial 
is GG Geeeteed ai he clan ol 
pimse. belore rolling to see il 
SG ae possessed Mf you fol 
fare ther one of the Thousand 
P postessed by ihe Greater 
Th) can decide whith mata to 


ile 


— 


One @firy tor Khomne Borzorkars 
PE you fo whole squad can be 
Poured w a Ahing This, of 

1 pape: Hhere ara ten of leans 
DUE. Wile on the suljpent 
“ery o! players have asked 
jas Ve character in a Aline ia 
i yy 4 Greater Daemon, «5 the 
i fosieary BouldA'l fil iféide jhe 
BUG | Wis Seriously tempted 
@ Gfnathr Daemon hack Mts way 
ee: HS Tiore sensible to assume 
ifaatter manages lo stagger oul 
wits belo he changes, and 

mf Greaier Daemon model 


i by Dreadnoughts and othar Chags——\,_ 


\ 


sheuld be placed within 2 of the venice 
arid gt leost 1° awey form army enemy 
mictiols, just as if he'd disembarked 


6 For the record, Juggemaults coi 
mow Tenapor venicies, or Ty if 


Ihe Ader has wings. 


- Theta have also been a few 

quesiions 46k6d abou! ihe Cull 
Tenmninaion rules Thal appeared in Winite 
Dwar! 230, These of you [hal are using 
(ern Bw Nolte Thal ie Wea 6 Sinipy 
(hal the model ses ihe character 
upgrades from ita normnal entry in the list, 
end uses ihe charactefstics (with the 
adjusiments given in WO2350), equipment 
and equipment upgrades from the 
Terminator entry Noise Marine 
Terminators can evap a combi-bolter for a 
sonic blaear, and he one (hal can have a 
heavy Weapon May choose to lake @ 
blasimasier ingtead of the standam 
chalces (ihig is @ Change ta the original 
entry in WDESO), 


B- Firally. a a Thiinrt Ff ao pile ayers rh i 

pointed out that it's peeitee to 
teke an Aspiing Champion for one of ine 
cult Chace Space Manne squads, and 
give tham a Mark of Ghacs from a 
aitereni patnor Gog (Le. Ging tha Wark ol 
Slaanesh to an Aspiring Khome Berrerker 
Champion). To Ge hones! | find ff hand ip 
belave that any te and dedicated 
folmver of Chace Would avon Think of 
doing such a thing, and tha poopie wha 
suggest they would are simply doing how 
besi to further perpetuaia some of the vile 
MMOuUrS and slanders ial are (ow eel 
the followers of the dark gacis. However i 
you do ever fun info a Chaos player who 
does Such a vile and unwhalesome thing, 
you have my permission tO tel (hen that 
the model (or models) 50 Mahed have 
just been dragged off fo the warp (and 
therefore oul of play) in onder thal thelr 
pairon can give tham a stem talking too 
and that they'd beter have tho Ooorrect 
mark in lhe feet game or the same thing 
will happen again! The sane rule applies 
to transport wehicles for cull aquaecde Ihat 
are given a gift belonging iG @ god ofher 
than their patron 


JET BIKES 


| When an opponent charges and assault: your jetbikes you should have a choice 
of whether they enter close combat. You only get to make this choice in the tum 


hat your opponent charges you 


1. Enter close combat = use normal rules 


2 De hot anler close combat — your opponent needs siven ta fll you, but you 


forfell all YOU #asaull attacks. Once the assault is over, your jetbikes do not count 
49 DEIng in close Combat. so may move, fire and charge as normal in their own 
turn 


Note: Ine above rule does not count i you are allacked by another skimmer or 


jotbike 


PHILOSOPHY CORNER 


By Andy Chambers 


Theres been o lair old tel of detrate necerty 
an!) Wn Vehnles, so | ought i wotlk 
ee The Opeoriurity to offer somo oF my 
mM hd Gubyoet and hopehully 
Sheghien thmcia nurs Fine Ol all Geople hawe 
bon Whining whelheh a ufll which has 8 
iranapert VorEl mun be deninverl inside 
hei wehishd Al (ea athirt of ihe qa ta Say 
no to this, whether jrogps are inside their 
Voniole ft Iie Eeginning of ae battle. will 
Cane viiry Mil OM einiineanines — ney 
Mion De SH) lade , or disembark 
bola taaching the fale line Ney Sertaunly 
Ao ve Weer whole lives inside the thing 
Howewr! is Wely that @ squad and 
IPG (nO WoL be hBorone another, so 
id says Sued ond is troamoon vohicle nave 


PLT a hice 


at rT 
pretty 


fo be Geployed al ihe some tine 
say 6 of gach ciner lo ervoure ihe 
Hansel volein lanl jee uo atthe other 
cred Gl five) Hct fielal 


Another topic: of dengie «= 
TORS) weet) esr) Pe (Ae! as @ Tex fo 
crop of! one aQuen and then Go and pith up 
Snr 1 yy “evlly (Pies depends on Whether tha 
venice i chosen a4 a Squad transoorl 
option (like a Aina of Raider) of 2 verona 
Which Fae i ow Ieinanel Capacity (like = 
Land Aide or Palo) nil was selested.as 
D Choe Oy fe lore oe Yanisation chart in 
te own rigith. A vehicle which is choscn as 4 
Transpar option “belongs to its squad ard 
WHO nol cree Gl 1 QO fransporing clhey 
UNIS — Gongicder the Ticats re ity Snene 


eheifer = 


TAe COMWNY Wiel TWN el @ pene Hig dent Bie 
‘Eh neuen departed Seeior 12 Squads 
= Ser. ira igh wripy fig fer immediate 
niece!” Serge Laws Qrabbed his 
COAG Gv oie for fie purer entrance 
net Oy FL ] fat fen in jee 25 he ane get 
Thay Pein haze outeede Beafarid 
AN) ie ee ol i Sou! fundersd up te 
faps. gong Ihe russde launcher, Ramer: 
Sia ATT OF Sree eo Cee wae fern 
To the Jett and nyiht Sr and ath Squad were 
ano Split) Gul ev thei? QUarfers. Samad 
Laniias fa hwo mom slens before he 
eaiceney? faa) fl Cea ef fe og. enptiv 
ale beim Ne sche Afwoo fad been 
Hee ngeror's eeth!" be snared. “Gant 
jal me 4 Squad've ‘borrowed’ the Ahina 
aguiniit 


owo ip 


HOUSE RULES 


Por hoe uninitiated ou! there, houses rules are 
veaks and changes which players gometirnes af 


SCOTT VOSPER 


Js! Got } ? Con he offer 
hand, @ Lar) Auer jor Faleon or whet have 

i) (Oe bly net be aifached ti a 
eet WOLD Gary SQusds 
BPOWNC Preity WEA Es PeCuired, (i) AouFee a 
Tenminator or coninand squad eould- still 
have @ Land Agider pornananiy aitctied 
a6 ther ronan voce 


Fie) Lee Ce es 
OL lad) 


Sipe ili ard 


A tinal jegue thet Has come up. in elation te 
Treanspert VORMIGG if Tiles! @ uni Wesirmny @ 
Tanspen vehicle, wilh the Weapon 
anc (he Squad The iranepor was carrying 
ume out ol ihe buy PUP oy ek Si dress ihe 
resi of ihe stl woul have aqtiple 
DADO 1d Ou ite) The Survevrors with 


Hy Atiera)) the rest of the 


. LP 


Peri yl 


aii Wier wl TTR AL 


indi AUT WA Oe renepod vehicle wilt 
hed [Mier o er ari-inignhy Weak 
ar o6weole) 6G EL ELLE) © EL | in ahh 
E F ‘ Lt 5 Lis ELE. ca 
TLL 

ict a migke @ iol of sornso bul I do fing 


ay yea, misty due to 


myser! Neasitahnig t 


Games OAS Megsona nother than really 4 
you Boa wheal | mein 


Ssncond adiin WGK hy erect VERIES were 


Firstly Decals in 


healthy Abbot in Ure Rt Toric woe 
Priploy 4& traneaodr waricle fo actually 
Canying roofs (KaMikezo tamming and 


OVE UNAInG, FF Titing with tourteen Puree 
Killer rviesiles imliybe, Gul hever actually 
rig shad Pilyakweys | jhe Ney were supposed 
io) 6 TA migkes me very qdubiods about 
Making, inepat welucles mora dangerous 
iD While bathurd edingn 


SeEnOMGy, WOull hair ImMplo opportunity to 
Spot Up The guys GReaping fram 


Cesiroyead Mina hen yohicla aon Subsequent! 


ing 


aT, GF WH Inet supporting fine of otter 
snune “tel & Writ TOU Gol haw! ary 


nm ine 
enqoul) Thiecly. al Taavy Weapon wea fst 
wee! jo [cw Up The Pehle was vey a 

accu — tinal 
using the 
sometimes mean that 
the rest of he squid would not dat to shoot 
jus! Ga mowing with the squad would ofan 
mean that ihe hoavy weapon would not get 
fo shot A i srl tran, | wil Griby alline, 
People 10 EnOo! Uy Gscaping passengers as 
A On fle, se iW) Wow be sre 


= a oe A | quad roar \VWell home 


Pe UR ce) PL PP pee 


Deas ol” TT hantpee hy Dre 


eA WEAF aroused 


pesonally woulit | use 


to add a bit more detail to ther games, arc/or rem) 
ihings work more how thay imagine therm. By fal 
nature, house rules are not official and are nom 
inttoduced in friendly games between cons | 
Players, rather like special characters. I've fed 
selection of some really interesting house rules iat 
in of fale (mostly very lank-orlentated it mul i 
said). Some of the best are included on these 

for your perusal. Having not played with ary 
these | can't testify as to what dire affects they righ 
have on your games, Thy them out and ist me kre 


KHORNE 
BERZERKERS 


FRED REEL 


What's this? i hearrie 
Berrarkerns get s 
exira attack? Blaspheny 
Those milksog Stearns 
WOrhippers Oot an ot 
Altick for (her man @ 
Chaos, ine worshippert 
the Blood God gel 
Strength instead. To foley 
the true path of skull: 
reduce Khare Berzerk 
Attacks down to | and gi 
tham a Strength of @ 
ingame 


Kher Geayaey 
HlASMs fislol and chal 


Rhone Bere 


/EHICLE RAMS AND 
OVERRUNS 
MARK VAUDIN 


y Aik Gon in a ood of oir house nies 
Lao twee amy lists’ Some of we offer 
Bae fuel foo ferhical io print frou 


Bent fea! that the Tank Shock rule gives 
fnicles a iair deal, bul | think this was probably 
Gniional on the part af the designers, to 
fon the effect thay have on the game. 
Payers may wish to amend the Tank Shock rule 
follws; any models thal would end up 
emegih o tank ae It moves over (heir unit 
oll less then their initiative characteristic 
ire they can bo moved out of the way. If they 
imsuccessiul (hay ano killed as if they failed 
iho Glory attack 


E lack of hMnng Pliles in The rulebook did 
meme oo | cane up with this simple mule: 7 
reaver 6 oOFf more fis Broiner 
Check whch ermour i affected on each 
Each player takes their annour value 
is aod then subtracts D6 to gel the 
Peneialion URAd agains! iho oie 
Damage is worked out ae usual. Wall 
i Vehicles sland more ohance of 
ignter vehiches while escaping harm 
Syes. wich is entirely sooroonate | 


Valhallans mareh inte battle 


RAY SNYDER 


| heave noticed that Tanks just don’ move much. This 
6 a Me6ponse fo ihe move and fire one weapon rule 
(WICH | tool), bot tanks acvancing along with troops 
6 Foaly cool | was thinking that as long as troops 
ane within 6° of a tank. they can re-rol Morale testy 
(gaining a measure of confidence from their large 

heavey armoured inend). However ine same 
confidence and cover that the tank gives is fragile 

oF 7 fhe tank 6 cesinoyed, all uns within 6° must 
pass @ Morale fest of fall Back, | ough! (his might 
be 8 good Chapter Approved idea. | have not tested 
ft yet, but | was hoping that this rule would promote 
A COMpINGd anmmns advance 


GETTING HIT 
NICK HARDY 


DOocasionally there will ba a situaion where a model 
6 Unable to avoid getting hit by a tank. There is also 
the possibilty of a crazed commander ramming 
anoiner vehicle. Thus the following rules can be 
applied. If an infantry squad t for some unavoidable 
reaeon fl by 2 lank (2 here & a wall benind hem) 
then (hey are kivted ouingnt — inerea ts mothang t 
an Sunvive Raving 3 hunored-o00 tonnes land on 
hwo vetuctes colide, fhen ihe Sirangh of tha hai 
surered by each vefncic is halt af ihe armour value 
of the opposing wehicle. For example, if a Leman 
Huss drove into an Ork Trukk, the Leman Hues 
would inflict a Strangth 7 hit to the back of the Ork 
Truk, and in retum would take a Strongih 5 hit to its 
frontal armour (the frontal annour of a Laman Auss 
being T4 and the rear annour of an Ork Truk 
being 10) 


WARHAMMER 


An Aan 


He’s at it again! You can't turn around at the GW Studio w 

| tripping over a piece of Nick's terrain. With only a temporary res 

| from finishing his Lizardman terrain and with more than a li 
} inspiration from GW modelmaker Mark Jones, Nick has turned |} 
“= ei attention to the WH40K ruins... 


There | was, looking at the WR4OK Gothic Auins, ruminating 
B over tho idea of building a new urban terrain battlefield using 
| loads of thease plastic ruins. 
Al this point my fate was sealed. I've buill a lot of thamad 
Lizardiman terrain for my Warhammer army (check out Jungle 
Fover in WO223, 225 and 232) and | use it as much as possible 
As | mantioned in the final part of Jungle Fever I've played a few 
WHADK games over il, wilh my Imperial Guard and Dark Eldar 
armies Bathing across dark jungle and mysterious ruins against 
numerous foes, including Adrian Wood's Ovrks 


cover al least halt a battlefield and | had to take into acon 
cost (| had a very tight budgetl). | settled on three 

buildings, a storehouse, a broken Imperial monument ia 
out power station and a destroyed (Imperial shrine Al jhe 
have lois of crates and barrels which | could litter ach 
battlefield in ae fairly random manner. With this set a 
paper, | set about the task of building it all... 


The first rule of scratch-building} 


Now Mr Wood uses his plastic ruins without any bases and 
places them on ths Orky deseri lerrain wherever he likes, making 
hie terrain very versaiiie. The idea of ‘place amywhere* ruins 
really appealed to me and perhaps. | thought, | could doa little 
bit more with tham 


terrain — never throw anything ¢ 


i dug out my Gothic Auing sprues, purchased 4 few 
then given a few more (thanks everybody’). | gai 
orate and barricade sprues | could fined and round 0 


By now a grand plan was forming in the deeper recesses of my 
faverad mind — thera are numerous. slories af sétilaments being 
overrun and los! (hroughout the Imperium. | would build one such 
ruined Imperial settlament in a jungle 

Seétlitig, 6 I} would be compatible with my 

Lizardman terrain! This meant with a 

minimum of affart | would have a seoond 

battletiald. | sat to work siraight away 


THE PLAN 


i never slat working on any major scenery 

project without first drawing up soma kind 

of work plan. |. do this to make sure 

i don’? go foo far and start building 

a Complete hive word thafll take 

most of my natural lite to finish. Wt alo 

heips me to break the whole project down 

Into manageame chunks 

I Sa? gown and scnbbled for about haif an hour, 
drawing up my plan. | would be puilding this terrain to 


be perfect for my aa 
would use fhe fae 
polystyrene tiles teh Ont 
building miy Lizart 


(spe bite 


ompies! (Va 
bulge: | ony el 
hal Gettue Aluine soruee nia 


The Dork Elder of the Dark Heart Raiders advance across a deserted Imperial settlement 


[<a Lk 
Lo 


MAKING RUINS 
ave made ruins complete with rubble, broken 
tthe full works, While this would look absolutely 


le would have one small problem — the ruins would be 


hone of my miniatures would ba able to stand up 

faking my Lizardman scenery has shown me thal you 

compromisa between effect and realiam, Since | use all 
Stor gaming, effect took precedence, 


THE FIRST ONE 


san ihe first piece of terrain that | find out what | can 


ido. First | made up the two basic wall sections and 


amen on ¢ifmer end of the polystyrene tile base | had 

Pitts piece. Using a pair of clippers | cut up two spare 

— _ igaving the corner pillar [ree-standing and then 

al into place on the base in a rough resemblance ol 

piste wall sections. | used a floor section to secure 
Pad comer consiruchon 


he inal comer of the building to be completely ruined 

$)4ul some of the window frames off the two completa 

pand used some of the sprue rubble (see box) fo 

le ovargrawn muined section. | also used a little coarse 

for hat extra overgrown effect (see WO232 lor details 
do ths) 


d paint to cover the base and to half bury some of 

i ad ruin pieces | added some more sprue mbble and 

y Wented one ruin fo be 
aeration building. 


i, 


a few pieces of 
coral gravel, and 
than left it ta dry. 

Once dry the 
entira model was 
painted black to 


make it éasier for | 


drybrushing. The 
initial = drybrush 
used Codex Grey. 
| also drybrushed 
half the base jn 


this colour {| 
wanted Ht to look 7 


like the grass had 


‘SPRUE RUBBLE 


| Here's a quick tip straignhl from GW Modealmakar 


Mark Jones: if you clip the plastic frame the 
buildings come on into small places, Il maxes 
great rubble. You can also clip down any 
interesting bits of plastic frame to make bent 


) girders of 
| even Support 


beans! 


grown onto the concrete). The remainder of the base and coarse 
wrt Was then dirybrushed with Goblin Green. To finish off ine 
ruins | drybrushed them with Skull White and the Goblin Green 
areas were highiighted with a ight drybrush of Sunburst Yellow 
| had finished my first rut. 
The first construction took me Jess than two hours.and it was all 
pretty easy to bulld. | had found the secre! to making ning They 
can be really isd constructed and look great. | started on the 


head two ruins. 


Above: | wanted one part of tia 
ruin to be completely overgrow?l, 
Again: | cut owl 4 single column, 
and went crazy with coarse turf 
flock, sprue rubble and coral. 


Above: Making the second story was 
a lot easier than | expected. / sirnply 
built. a comer piece, cut the lap off tf, 
furned it upside down and glued if fa 
the top of another corner piece. It was 
really that simple... 


IMPERIAL STOREHOUSE Right: The 


AS you can see, | used Some really unusual packaging to build 9 Sforenouse s “ee 
this Impenal storehouse. Whatever they wera in a past lila, they Gala way’ 1 nt 

rrpeat wr ce : ; 
make perlact dames new nade Out oF hl 

an old aw a 
| wervteed (his piece to look like it was ihe reason for ihe raid on Wacrarnunde = 
Ihe setiement — aso Maxng W a petiecl oblective in future nihead cu Rovere 
games of WH40K.. So a lot of heavy fighting would have taker nt half eantsy 
place around if (and Wil again). The fighting would in tum 


damage ihe siorahouse and ites «4 reflected in ihe 
a, iO Ihe domes’ Structures. My favourite effects 
are the skeet) remains sul one of ne’ shneiniete- mache 


4 at ie 
Blighty det ated forme next te it Par ae 
‘ 
| painted tha base in ihe same way as the +" 
= ed ? F 


rast of my ruined buildings. The domes 
however where painted in a slightly 
diferent colour, Starting from a 
black undercoat | drybrushed a 

coat of Shadow Gray 
followed by Ice Bive, then 
Space Wolves Grey and 
finishing with Skull White 
This affect makes the 
ploce stand oul from 

theo reat of the nuns 


~ RUBBLE AND RAILINGS 
| wanted joads of rubble and obstacles that | could place all avet my 
ruined settlement. To give myself maximum flexibility | made small 
strips of rubble. | gathered up. all my spare plastic bits and started to 
work on some random strips of rubble, fences and tailings which | 
could scatter around the settlement. 

Balow: The railings are made from the spike rows takan from the Chaos 
Spiky sprue. All | did was glue them on fop of each other, after cutting off the 
Spiky bits on the bottom row. The spiked heads make a gruesome 
decoration (it appealed to my Dark Eldar nature) and i's a complete 
coincidence that the Space Marine helmet is in White Scars colours (as is 
your impending aii Davis — Fat Bioks). 


wil be around ihe 
sugquuent vt one onto eee 


ersacaers inspired by Mark Jones’ fence (see opposite). 


Right: The railings will be going ail the way around my 
monument (! just need a coupla more Chaos Soiky sprves to 
finish it aff), Pt pees) st becleaas The unfortunate 

individual on this p SS a te the gata, 


Above: The great thing aboul making rubble strips is 
thal you can use anything. For this one | used haifa 
Necromunda bulkhead, a tank trap, loads of sprue 
rubble and bits of clipped sprue. This was than all 
covered In laxtured paint to give it a burned look. 


IMPERIAL MONUMENT 
vialién periment was inspired by a 
ale dawn column with @ statua of 
fstar Yarnck stuck on the top, which | 
is Games Day about four years ago. It 
fade oul of a square polystyrene strip, 
ao if texture pain! and paintod grey. | 
Bifo do something similar, but using a 
Found column 
After two aboriad 
attempis at 
making a# found 
column cul ol 
polystyrene, | Mad 
io adm | was 
stumped Then 
| ramembarad 
something from an 
old White Dwart - 
Dave Andrews 
bull a Tuned 
@ usng plaster cake pillars (broken in 
ieee would be perfect, and afer a very 
fepch | finally found some in the local 
meg thal Fal Bloke often frequents 
mauoion of the fallen monument! was 
The base is made from thick 
fad and ine paving slabs are made oul 
ta cut into 2om by 2cm squares 


yamed coarse [ut —— 
i fidek glued onto the 

Ppmar for hat overgrown 

bee In 


ined © litte more trouble breaking up the 
plaster pillar, What | suggest is to use a metal 
ruler and a small hammer. Place the ruler 
(edge down) diagonally across the pillar and 
carefully tap it with the hammer. Than using 
the amall hammer | chipped bits off the pillar 
here and there, for a weathered look 

| broke the pillar into three parts and glued 
tham to the base. | than covered the base with 
textured paint and added sprue rubble, all the 
chipped off bits of the pillar, sand, coral gravel 
and coarse turf flock for thal overgrown effect 


i painted tha monument Black and then 


drybrushed the base and coarse tur the same jj 


wey as ihe rest of my impenal mins The 
column however Was first oryDdrushed 
Bleached Bone, followed by Skull White. This, 
ij hooped, would give a nice, clean, marble-lke 
Tiare hil 


i painted a Space Marine (I couldn't think of a 
more definitive symbol of the impenium) ina 
weathered bronze effect (see night). which | 
then glued tc Ihe end of the column. And the 
monument was finished, Phew 


Well that's ii for now, I've still got the power 
station and imperial shrine to go. Hopefully | 
will Get to tell you about them in @ future issue 
of While Owart, Until then — get building! 


| THE INSPIRATION 

it would be most untrue for me to say that 

all the terrain for this WH40K settiamant 

was my idea. Almost! all of twas inspired by 

GW modelmaker Mark Jones, who came to 

me with loads of really cool scenery made 

trom the plastic nna, sprue oficuts and : 
from whatever he lying around in this — 

bits box. | would just like lo say, "Thanks for This fence is made from 


the wi sae 


the spike ram on the Barnicade sprue. 
Glued on et end oa place of elastic card, they make a 


— Mark used a lot ot 

sprue rubble and texture 

filler on his ruins’ bases. He also 
drilled holes and glued in brass wire to 
represent the metal reinforcement rods 
) you find in smashed concrete. 


PAINTING 


_ WEATHERED BRONZE 


1. Spray or paint 
| the statue with 
‘Black, When the 
undercoat is dry, 
paint the whole 
thing in Jade 


To get 
hold of 
the Gothic 
Ruins, : 
Barricade 
hv ry 
spiky sprues, 
give Mail Order 
a call on ty 
0115 91 40000! 


Left & below: Rubble sinps - 
another simple idea, using his 
bits box, old crates and plastic 
sprue. 


the citadel 


ournal 


The Gaaree is Honhop magarmne Dy fanatics. for tp 
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\ / Data obtamed buring interrogation of captured Eldar Pyrate [nate unknown | 2645725.4139, 


m at Information pertaunitig to: Che Babal of the Flaved Skull ‘ 
\ Regarding: Brown Elpar pirate organisations 
Visual cerords available: Press @ rune for bisual. records 


The subyect repeateddy atrempicd sell fermunatiog entluding porsomny ifs own bloodstriam with anime kind of gland grafted det at 
heori|, bat wx unescrcenfel Using stasderd npte-aural inductors and pam cohapcers we weer able to clic the following informa 
id met hw vtuicd ior rhe imtord that the Eldar fifsit was highly LO Berricnics ! mine of ome hatertopa hi technuques anf! thi cat 
of thé inlormanon 725 gated thiewgh the wubyect « bowie of mm roecs prowess and might 

The subpci we some form ol aquad leader m pirate baad known as The Ensasculators, Their leader, on Archos of some bint, & 
tisown af Kroellaph [eres tel Ide KT V651//0M-6/ 12 ilphal The Enowscilators, and Ktwellagh iit particular, ate feared WEL eid batt 
Lestos apd Theaitles Sectore for their grievous acts of cructty and batchery, This pirate band. is sought by the himperial sutherdtes tor 
over (hree devew major faica je the last two cemturics, nat potably the slaughter at the Sisterhood temple on Regi] 1V. the coulrecment 
of the Dee cure cologet: god the tortare aod botee murder of High Ler Khouros lmper if Commander of Astheoua The Adept ub 
Mechjavces are ales secking the pecuwery 6! Krocilogh's carpe: for srody. Kroelligh otilsrs a strange weapon koown os the Sool Fla. 
The SouliPliyerpunctares the victim's fleck and thee extracts their vital exsences, bering the urget a withered. lifelees husk Kreellagh 
senélipw synthesiocs these stolen Cueds to futher enhance Mer ahibties. tormny her tsto an even more capabic and paychorathie baller 
— an alchemucal proatess whieh Whe Vech: Priests atc keen to shiidy: for posdible ue by Lmperial loreen 


The warhind conemis ol eta thy ome hunted warriors, cll affiliated to the Kabel af the Flayed Shtill, Thre Kahal in sppatently ili 
orgamiatiog dcerceded Grom the Shupe Of ihe Flayed Pewll, whech scemingly had some relygicus or citual siyosfrcance im corly Ebdat 
bestery Scent allowers ait bare into the Kabul While other jom through wtriyve of conquest There aresome eleven or torlve wach 
wirbantis. wethus the Rabal of the Floyed Sitoll’ exch of whack is qoas-udepeadent of any cham of command snd bed hy i comm 
parame Copia . 
The only tru pestnchen on thet pirate bands a fax op tithe thet mam be paid Thos tribute can take many forms, lita actually 
goods hut most commonly sfavel, The subject alvo Kept using certain word, the ancaning of which our Sister Disloguw win nmr 
of She fell we Compresey demente of the apevcyt Elda pllirase fer ‘soul but also syllables remuniecest of ‘drink’ on ‘drinlcang. We 
do lnow (lat Eldar paychoc tochmmlogy 2 Mighly capert ay the captutoy and storing of souls, so it is possible that such (hengs fom 
part of the Gfsnen Clope what the Elder sites by oul) these Gcorperal priate @ oskeown, Many of thom are delivered to the 
cstt keowa wf Phemoscdli sed the vubyect seemed to umply thet these gools/ drinks coold somehow be refined, Lihtcred evee 


A somber of Alrctate ha rrecheele the pth ne aoe of Comme |iins, Spice aod ocemionally war leaders, These form a ruling copecl anf a 
the tine wi ghe intertogating, thine were five such indeviduals m jhe Kabal of 
the Mliyed” Skull CGompention between the Hikrarcls, Archons and Dracus 
fe lower-level warband Ieocker] is highly fierce backstabbing and intrigue wre 
ah accepted part Gf the dally geutlbe Overall ond absobuie power over the 
Katal of the Played Shull veaedes eth cet ponte. who bw oo tithe bec 
) ther que alos: hokis power coomyh [apparcatiy ths 6 very emprrsive to on 
Elda: porate} 


It i the Vord [ar lady tor thot maftef, the Eldar ia general appeat to fake 
litle distinction between the roles ol the male’ and lemale genders —. another 
example of theit decadence) whe decides on the Kabal’s polities towards other 
Kateb cad Gfyan mato kt is the lord who cominands the Haemomul: allied 
to the Kabul ond wf ee the Jord whe fer foal sey ove amy ogreemeats with 
ether otguscutonn, sucha: tread Malals of the warrior wets of the Wilkes 
and locuba The lord recewves the greatest quantety of the tethes, though some 
ate obviowsly used ty bribe the Aierarchs and so forth, The subject repeatedly 
told us whet thig wae actually quite fair, 26 the Jord’s “peed om greatest” 


As an edditions) pote Whe subject wis am custody for roughhy scvca Icrrap 
weths below capiEpe Uhuring thes relatively short petind thet subyect apetl 
comsddcrably. grew weaker with cerery paming Gay aed grodaally abd isto ever 
deeper byatetis and dementia There was go mediicel expligation for thus. of 
the subject's premature demise The body rapidly potted away alter life was 
pronounced extract {a matter of 4 couple al days) Medocus Hastortes report 
u cotlosed, | find lis -conchinioo [ii was as if the sobyect had already been 
dead for several centuries and thet ate body had qust cought up) particularly 
lorcacal apd vet dinturhing 
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. 
RAVAGER! \ 


By Gav Thorpe 
The Ravager is one of the most deadly tank hunters in the 
game. It mounts a deadly battery of heavy weapons and is easily : 


able to outmanoeuvre the lumbering vehicles of other races. Kabal 
* Lord Gav examines this impressive vehicle. 


Hooray, hooray! The Ravager is here! | can hear the cries 
ol Dark Eldar players all across the world, rejoicing that 
iheir best weapon has arrived. Ravagers are awesome, 
simply awesome. They can move 6" a turn and still fire all 
threes heavy weapons, and if that isn't impressive | dont 
know what is. The hey lo using a Ravager successfully is 
making sure that only its target can draw a line of sight to 
il, by positioning ihe Ravager so thal surrounding terrain is 
interposed between it and other enemy unils. Once 
thes targel has been destroyed (in perhaps two turns if 
you re uniucky!), [nen simply glide another 6" and choose 
another victim, 


Aavagers are graat in combination with Raiders, providing 
a mubile and hard-hitting force. A Ravager with a couple of 
disintegrators is great for blowing chunks oul of well 
armoured enemy intantry, ready for a squad of Wyches 

or your Lord's Incubi fo steam in and finish them off 

in an assault, Another quick tip for Raiders; il f 
possible, when disembarking froma Raider « Pe 
fo launch an assault. try : 1 
to qet as close as possibile 


fo the enemy wilh the Aaider, It = - 


you aré within 5" of the Aaicer 
when the enamy falls back, you } 
¢an use your 3° consolidate 

move to get back within 2° 

of the Haider, letting 

you embark again 


= 


>> 


and giving you a degree of protection (a lot more desirabie 
than sweeping into the teetn of ine anamy army). n 
My best advice for Ravagers has to be ‘Take two!’ No, 
senously, this isn't just 6 crass and insubtle attempt by me 

to sell more of them. One Ravager will die in pretty short © 
onder — your enomy is going lo go hell-tor-teather lo destroy 

i, mark my words. However, two Ravagers are 

going to give the opposition no ond of r 


trouble for several tums. And even d 5 
¢ 
7 5 i 


they do bolh end up in flames, 
think of all thal firepower that 


Baim 


waan't directed at your iF Emcee 
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1 The Quest 2 
For Blood 


A Warbammer battle report by lain Compton and Alessio Cavatore. 


With Warbammer Armies Vampire Counts released this month, itt 
time fo showcase this new army with a traditional battle report. W 
decided that the battle would be fought between the Blood Drago 
Vampires and their mortal enemies, the men of tbe Empire. 


Alessio (one of the new book's writers) would be in 
command of the Vampiric Blood!) Dragons, facing olf 
iyainest the defence force of Nuln, a city in the sourth 
of the Empire, led by our own lain Compiun, We 
decided that the game would be two thousand points 
each side and a Pitched Battle, as this removes any 
complications and allows for a straight fight With the 
addition of the gloomy, new Undead terrain made by 
the GW modecimakers. the scene was Sct 


“Artse from your graves 


and do my bidding!” 


Alessio: Fat Bloke told me 
ihat | was to play my first 
solo hate report — great! 
Not only that, J also gor to 
use an army of my favourite 
Varipires: the noble Knights 
of the Ordo Draconis 
Sanguinis! What more could 
T ask fine? 


When it came to preparing 
the anmy, | tried to follow the 
Bioed Dragon background 
as well as picking a tough 
army lim. My stirting point was thar as the Blood 
Dragons are a knightly order. | definitely wanted a 
unit ol mounted Wight. In my wpinion they need to 
be heavy cavalry to be in character, aod therelore | 
binwight all the extra equipment they arc allowed, This 
choice made them quite expensive, as well os 
reducing thele movement in & — certainly net 
impressive, To give them one extra point of movement 


Alessio (cavatore 
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Magic 5 
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nighuna. 
(remember that Movement 7 mewns you gel to im 
306 — very handy!) and reduce their cost wi 
allecting their armour save, | took away the bani 
from their Nightmares (Nightmares are Une 
stecds) and equipped them with the Aga 
Shielding By including a Wight Lord w add @ 
punch in hand-u rhand. | had a unit tha wold 
hard anil ftved the background of the Mood Dig 


Now to select my characters. | chose a relativelye 
Vampire Count to be my general, as the Vampires 
is a bit too much for a two thousand point gam 
was to lead the kmighes so | gave him the sume a 
of armour as the rest of the unit and a fae A 
cater for that odd cannonball. | renamed the 
Antiel the Dark Artudet, as it clt strange pie 
that particular Ward, You sec, the problem hie 
Vampire touching a gem made of condemal @ 
Magic (the magic connected with the bieth andy 
of all living things) would probably be cen 
rather than protected, | also wanted him to Wm 
magic sword capable of increasing his Avtacks, til 
stat thar is less than terrifving, so 1 gave him afl 
Leaping Bronze. His Vampire powers would 
suit and gear him up lor close combat, os ib og 
martial Blom! Dragon. Red Fury gives him Gan 
Attack and The Strength of Steel would allow 
cast spells while wearing his armour 


Next | chose a Wraith with the Cured fot 
champion for my Skeletons, in oricr © fee 
casualties. T put a Vampire Thrall in charge df 
Sketetons in case of the Count being toc fir ie 
them and finally | wanted «a Necromancer oo 
the role thar is vital in every Undead 
spelicasting. | made him Level 3, so he would) 
io re-cast spells on a roll of 2+, atel gave hind 
of Flaming Death, useful ut the start of every 


io get rid of a few of the opponent's cards. He alsu 

a Dispel! Scroll (just in case) ancl a Warrior Kamiliar 

was probably the most important model in the 
wb amy =! did not want to lose him). 


fd then ihe remaining troops, Unlortunately the new 
ic Jombies were not painted vet, so 1 decided that 
Beton would foo my core infantry of Undead men- 
ms. A big unit of twenty Ghouls would give them 
pe () would have liked a few more but we only had 
fay pumied when we plaved). What about 
orting units? A hard choir, | had a moment of 
ition, but then | saw the awesome Black Coach, 
slendcnt in all its might, Quch — two hundred points 
ent without a thought! All that remained to do was io 
Biomy army with a fast unit of hard-hitting. Dire 
,8 Spirt Host, a pair of Vampire Bats io engape 
dangerous big guns of the Empire, two swarms of 
Fannoying (forthe opponcnt) Har Swarms and a Bat 
ary Beli in case of emergencies fob dear Alessio’s 
iin the sun again — Fat Bloke) 


Slcction of spells was as follows, the Necromancer 
the basic togls for his job with Venbel's Danse 
tre (always a first choice) and Simnan Skeletons 
PO cust and re-cast, again and again wnd wagain...), | 
Sipicked Gere of Negash to have an atrack spell, and 
filed! that the Vampire Count would choose Dark 

a0 that he could use dispel cards as power cards 
Sidhe sure the magic phase would really be a 
fimare for lain 
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BR whausenge #2 


“READY THE 
CANNONS" 


lain: | must admit tw a 
feeling of trepidation as | 
approach this bate report, 
Not only will | be against a 
brand new army which | have 
never fought before, but | 
will also be playing against 
Alessio — the GW Warhammer 
staf champion and = ex- 
national champion of Italy 
This game was not poing to 
be in any way easy 


lain Compton 


The Empire is one of my 
laveurite Warhammer armies. 
Ar first glance they don't look all that special; their 
troops are distinctly ordinary and they don't get any 
of the flashy special rules that characterise most 
other armies. In fact it is their averageness which is 
their main strength. The basic trowps are as cheap as 
you could wish for and they also have some nice elite 
troops — nor super hard but effective enough for me. 
What this means is, on the hatilefield the Empire can 
do just about anything. They can play the numbers 
game and overwhelm their opponents with a mass 


charge of cheap but cfiective troops, they can go for 
quality and ty to smash their foes berween heavy 
cavalry and Ogres, and, of course, they have 
powerful war machines and good missilc moo 
iliowing you (to blast your cnemy apart from a 
distance. In practice, a mixture of these three styles 
oiten works best. As | only have a hazy idea of how 
the Vampire Counts army is going to work, | shall try 
to make my army as flexible as possible. Besides | 
have no doubt thar the Vampire Counts have plenty 
of nasty ticks to play on me, and the more | can 
adapt during the battle, the betier | shall fare. 


My basic battle plan is to stand still, pour as much 
fire into the Undead as possible until they charge me. 
try t0 absorb the charge and then counter-attack 
This sounds quite easy, but in practice all kinds of 
things can go wrong. Tb minimise the effecos of 
terror and fear — traditionally the main strengths of 
any Undead army = | have chosen two ‘shock 
absorber units. The first is a unit of Reikspuard led 
by my general, who carries a Runefang and wears the 
Armour of Meteoric fran, the other is a unit of 
Spearmen led by a bern wielding the Sanisher 
Sword. The Reiksguard are also joined by the An 
Standard Bearer carrying the Valowrows Sandan 
This handy item could well mean the difference 
between victory and defeat as it allows mc w take al 
my Psychology tests on 40%, discarding the highest 


Sttiichments of 


Approximately a third of ov army has heen choses as 
itilc troops, as | want wo thin the foul ranks as 
Muchas possible to make life cusier (and longer) for 
@ combar units, Two units of Mandgunners are both 
the large Spearman block 
Meechments an: smaller woits that must stay within 
Wot the unit they support and in exchange use that 
i's Leadership value for all their Psychology ana 
Siteak tests), while o large unit of Crossbowmen will 
Redeployed close to the centre of my line. ‘lo further 
Seance my missile fire | employed the services uf a 
Ramen of Renown - Lumpin Croop’s Fighting 
as (see W230 for rules) who are mm skulk arcana 
Pe tders of the bartle to wait for an appropriate 
Greet Meanwhile the engineers of Nuln have 
Sleeed our four shiny, new war machines in the for 
2-0 canons, a Helblaster volley yun and a mortar 
ehe brutally honest | don't really expect the Fighting 
tts (0 achieve very much — 1 doubt that Alessio will 
ind eneugh tw give them a useful target. The main 
| mothal |! have chosen them is because | love 
Gifings and whey will be the only really fast moving 
Rin m@y anny (although | have a feeling that they 
Pmove faster away from the enemy than towards 


mums arc a musi in any Empire army, cspecially 
we fom Nula which is the home of the Lmperial 
Anlilery School. The two cannons and the mortar will 
Ri up asa battery with an artillery cuptain te lead 
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them. This here will defend them from any flying Unde 
that try to take them out. He is also equipped with a 
longbow and the Skp Arrow of Naloer to further 
discourage airborne assaules, The Helblaster will be set up 
slightly away, so that if something really nasty lands on the 
battery, the crew can fee and the volley gun will be able to 
shoot at it from close range. 


The last part of my defence is a magical one. I have chosen 
two level one wizards, cach carrying a Dispel Scroif to 
deflect the worst of the Necromantic magic coming my 
way If | get some solid defensive spells such as Protect 
Net or Bless, I shall be happy enough 


Once the Undead have reached me, | will want to counter 
attack, Hopefully my tnoups will be more or leas intact and 
i will be 2hle to launch charges with the handgunmers and 
possibly the crosshowmen tov. | have also chosen a large 
unit of Halberdiers a5 a response unit. These will 
manocuvre for a flank charge un the most worrying 
Unilead unit and, with any lick relieve one of my oor 
regiments, Halberdicrs make excellent assault troops tw 
take the fight to the enemy. Spearmen on the other hand 
are far better defensively, so they will take the bruni of the 
charge wotl the Halherdiers arrive. 


That's pretty moch it for the Empire force. Hopefully I'll 
stand firm against the forces of the Vampire Counts and 
send them back to the grave with my brave Imperial 
defenders. 


AD the start of the game | noocived my spells: Protect, which 
is a very useful spell, although it docs tuke three power 
cards to cast, and Heaf— not so useful, as my heroes were 
likely to be killed outright er nor at all. Still, overall | was 
quite pleased and ready to do battle... 


Blood Dragon 
Vampires: Turn | 


Alessio won the roll for first turn and 
not surprisingly opted to go first, giving 
lain one less turn to sweep his foul 
legions with a cleansing dose of cannon 
fire. Everything heacled towards the 
Empire lines as fast as it could, 
Although as most Undead units cannot 
march, the advance turned into more of 
an amble. The Vampire Bats flew high 
and lain suddenly felt very glad that he 
had given the Sey Arrow of Mafoer to 
his artillery captain. 


lain wasn't looking forward to the 
magic phase at all, ancl it began with the 
worst possible start for him as Alessio 
rolled a duuble six for the Winds of 
Magic. The Undead started as they 
mMeane wo go on —by killing mortals. The 
Necromancer raised the Staff of 
Haming Death above his head and 
incinerated an unfortunate 
Handgunner. The rest of che wnit 
though stayed firm, taking courage 
from the steady leadership of Marshal 
von Speer nearby Next came 
something that lain was dreading. The 
Vampire Count had taken one of his 
spells from the Dark Magic deck and he 
now cast Armizapal’s Bfack Horror 
straight for the centre of the Empire 
line, Even though he was quite a 


————_——————_————————————————————— 
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oe 


distance away and the spell probably wouldn't hit 
until the next turn, Iain wase't taking any chances and 
put a lot of power into dispelling it—which was exactly 
what Alessio wanted! Now Chat lain hac! usec up most 
of his cards, Alessio was free to cast the spells that he 
really wanted to work. First up came Vanbel's Danse 
Macabre on the Wight Cavalry, giving them a march 
move, dnd (hen the same apell with the same efiect on 
ihe Skeictoms. Undead spcilcasters have a 

number of unique advantages Over otber 
For a start they can choose 
which Necromantic spells they 
want rather than having to 

draw them mindomly and 

they also have a chance to 

cast the same spell morc 


wizarils 


than once each turn 
Finally, Alessio finished the 
magic phase with a 


Summon Skeletons spell to 
yd) tower more to the ranks ol 
his Skeleton unit 


The Empire: Turn | 


Things hadn't gone quite as badly as Loin had) feat 
they might in the magic phase, although the Wien. 
Cavalry was now worryingly close. As the range 
Alessiog's army had been redoced considerably, i) 
decided not to move anything, but instead let fy will 

evervihing at the tide of evil sweeping toward ED) 

Firstly, the artillery captain oocked the Shy Array 
Valoer to his bowstring and took careful am a 

Vampire Bats wheeling high above. The magic am} 
trinstinecd one of the foul creatures and it dina 
to the earth. 


' 


The Wight Cavalry were an obvious target as they ee 
a) very close, b) very hard and c) contained 
Undead general. Both cannons and the om 
switelled to fire at them. The aim of the first 
was gical and one of the ancient dead was bohcrwia) j 
bits, But the second cannon had been packed wy 
much powder and exploded, killing the crew) 
ihe mortar was slightly off target and blew oie 
crater hannlessly ahead of the evil horsemen. Alla 
Handgunners took aim at the Wighs hut oom , f 
respectable number of hits, all the shoo 
deflected by the heavy armour. lain would hata 
the Crossbowmen to fire at the Wight a Wy 
Unfortunately only some of them could see ee 
curve of the hill, so they had to fire at the only 
thar all of them could aim at, which happened’ 
the Skeletons. Three were sent hack to the dae 
came from, almost cancelling out Alcssio0s ae 
Sheletons spell. Finally, on the flank, Lumpin Chong 
Halflings let fly w lethal volley towards mere 
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The ghostly Spirit Must returns to its regular baunit, 
graveyared, 


Sand managed to kill all but onc! Apart from the 
siecd sharpshomters, the Empire's missile fire 
itbeen half as effective as lain had hoped for. The 

um the Wights would easily be able to charge so 
would be no second chance to cut them down to 
JSevertheless, the rest of the Blood Dragon army 
till some way off and the Empire was only down 

qinwoen ancl a handgun 


he Eenpire magic phase was Ger less of an cvene than 
Bisaire Counts’ had been. Lain had encugh power 
iProtci and, wheally, wanted to cast ton the unit 
a going we receive the Wight charge 
mtunately, they thal a choier of three regimens 
easly within their charge mange and arc, 
fer than waste the opportunity, fain cast the spell on 
Wilery battery The crew now had a 4+ special 
fe agaist all damage, and more importantly against 
qf of Flaming Death. 


Blood Drage Vampires: 
Turn 2 


The start of Alessio's second turn turned up no 
surprises at all, The Wights declared a charge against 
the Spearmen, the remaining Vampire Wat swooped 
down upon the Helblaster crew and the last Dire Wolf 
charged into) Lumpin Croop. Fortunately for tain, 
everybody passed their Fear tests and the Halflings 
managed to shoot the Dire Wolf even as it bore down 
upon them, The slavering beast fell, pierced by many 
arrows before if even got close to the plucky littic 
frllows 


The Vampire Bal traded imeficctive blows with the 
Helblaster crew but the real action was happening 
arcuind the Undead general. The Vampire Count swung 
his ancient sword and sliced three Spearmen clean in 
hall, as the Wights skewered another two, including 
Luitpold Tiraun the wizard. Captain Badenhol swung 
his Banicher Seeord in reply and sent two of the Wights 
tumbling from their steeds. Unsurprisingly, none of the 
remaining Spearmen could pierce the armour of the 
aocient horsemen so the combat narrowly weni to 
Alessio. Onee more drawing upon the firm leadership 
of von Speer, the Nuln militia stood firm and grimly 
prepared for anorher hammering 


Alessio continued his good lonune with the Winds of 
Magic. rolling an eleven for the number of curds dealt 
Just as before he started with the Staff of Ploning 
Death at the Handpgunners, this time consuming two in 
unholy fire, Again they showed the stuff thar heroes are 
made of, standing firm against the evil magic. Next, 
Alessio tried ti fix the Reiksguard with the Gaze of 
Nagash. Tain wasn't having any of it though and used a 
Dispel Scroll ww stop the spell. To lain's dismay, Alessio 
then cast another Anvizapad'’s Black Horror’ From the 
centre of the Empire army, the spell would he 
devastating against its densely packed regiments. After 
pulling a low of power into dispelling it and Alessio put 
just as much into reinforcing it, lain was extremely 
relieved when the dive came up in his fawour. 


_— f 
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The Empire: Turn 2 


The Empire’s second turn siarted with an excellent 
opportunity to even wp the rather one sided combar 
between the Wight Cavalry and the Nuln Spearmen, 
The detachment of Handgunners on the right flank 
was in a perfect position for a flank charge, but their 
nerve failed them at the last minute and they refused 
to go inte combar with the Undead, Having seen his 
best chance disappear, lain opted not to move 
anything clse and concentrated instead on pcppecring 
the Undead. Unfortunately for the forces of Nuln, il 
lain’s ast turn had been unimpressive, then this turn 
was positively disastrous. Lumpin Croop’s Fighting 
Cocks began well enough by shooting at the Black 
Coach, However there wasn't a lot that they could do 
to it, as the crewman was ethereal and their bows 
couldn't actually harm the sturdy frame of the coach 
itselE Still, they did well to destroy one of the horses 
pulling it, thereby reducing its movement. The 
remaining cannon was also brought to bear upon the 
Black Coach but it misfired and would be unable to fire 
this turn or the next. ‘The mortar crew lobbed a shell 
towards the Ghouls but despite catching the disgusting 
fiends in the resultant cxplosion, not a single one waa 
killed. The other detachment of Handgunners also 
fired at the G:houls but were just as ineffective as the 
mortar had been, Finally, wo really spoil lain's day, the 
remaining thimeen Crossbowmen fired ait the “Black 
Coach in a desperate attempt io slow it dawn further. 
Despite only needing a four or more to hit, only one 
Crosshowman managed to find his mark! lain did gain : — J 
a measure of consolation when he managed to destroy to accept. But inevitably the superior skill and 
the last horse pulling it, but was aghast when he inhuman strength of the lord of evil was decisive wal 
discovered that it could still move, even without the brave hero was summarily dispatched. Two mot 


horses! lain’s words at this point were a nether Spearmeca were slain by the Wights but imcrescditaly ihe 
dumbstruck “It's magic is Wt Alessio? I acc...” repiment held fase . 


in the combar phase the lone Vampire Bat killed 4 As lain only had one spell, and thar was cast aleeuh 
Helblaster crewman but the remainder stood firm his mapic phase coe a nothing more that a 
Meanwhile Varnpire Count Haagen Vrahk issued a Opportinity to stuck up on dispels for the incvitulie 
challenge which Captain Badenhol felt honour-bound magical battering in the mext turn 


f The tindead continue to close and the E mipire's attempts to stop them appear futile. 


Blood Dragon Vampires: 
Turn 3 


96 third turn began with a charge from the 
hauls toward the brave Nuln Handgunners and the 
faguercd Speatmen, As it happened they were 

minally our of range but the Handgunners still 
ed tw ball one with their stand and fire 
fon. The rest of the Undead army continued 
implacable advance — next turn prety much 
nthing would be in charge range, If lain 
Maplin up his sleeve to deal with this, 
Hii had better be pord 


oily runged attack in the whole 
Spire army was the Banshee's 
but this managed to 
peve precisely nothing 
inet the iron discipline of 


Pktiksguard. Banshees roll 
#2 ani compare it to their 

ms leadership, W they 
greater, the difference in 

m is the number of 


Li 


4 inflicted an the writ! 
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table. The Undead 

general kept his cavalry 

in order and they didn’t 

pursuc the terrified men of 
Ail. 


On the other side of the table, 
the Helblaster crew managed to 
kill the last Vampire Bar. Somewhat 
relieved, they bent themselves 
once more to the task of sighting 

their machine, 


The rout of the Spearmen caused a wave of 

panic throughout the army. Despite von 
Spcer’s influence, the artillery crew fled the 
field, followed swiftly by the Crossbowmen! 

Disaster! Now the depleted Nuln army only 

had the Handgunners and a Helblaster to 
soften up the enemy. lain's plan was falling 
apart around his cars. 


The Winds of Magic blew more weakly but 
unfortunately for lain no dispel cards came his 
wily, Alessio began as usual by incinerating 
Handgunners; this time three died, although 
the regiment held steady once again. Alessio 
again cast Gaze of Nagash on the Reikspuard 
[ain was helpicss to stop it and was 
extremely reheved when only two of 

his clite regiment perished. 


The Empire: Turn 3 
With the battle looking grim for his forces, Lain decided 
io throw caution to the wind and took the initiates. 
Alessio had placed the Banshee right in front of the 
Reiksguard and herween his general's Rwefang anc 
the Reiksguard's munk bonus lain was confident of 
finishing her off, scoring some casy victory points 
along the way. First though he had to pass a fear test. 
Hecause the unit contained the 
Valowrous Standard, lain could 

take it on three dice, choosing 

ey = the lowest two. Once more 
r , fate gave him a swifl 
poke in the eye as be 

rolled tw sixes and 

a five, meaning that 

despite the magic 

standard and 

his peneral's 

Leadership, 

the Reikspard 

would not 

be going 

anywhere 


sine 


j | \ . 
\ be a. Somew hat 


demoralised hy 
now, lain decided 
to play his ace. The 
Black Coach wus 
right in front of 


the Helblaster and 
ahhough it was just 
at long range he 


cranked wp the machine and promptly rolled ap 
on the second barrel! Even though only one barre 


decided to open wp on it. First the Halbenii 


reformed so that they were slightly to one side, ge 
the Helblaster a nice clear line of site, then the eer 


ba 


loose before the machine jammed, the blaw of 
managed to do ovo points of damage to the ag 
itelf Unfortunately, lt was still beading tight fore 
Empire battleline. 


lain wasn't totally dispirited as he still had hia mage 
phase and if be could just cast Protect on © 
Reiksguard, then the combination of armour, mage 
and Leadership would hopefully keep them igh 
on. To his joy he got enough powe»r to cast the fe et 
spell but Alessio also got the Mebound cond whit 

used (Surprise! Surprise!) to rebound Gaze of Nag 
onte the Reiksguard, and lain was powerless to disp | 
Scratch three Rciksgwarc. tain’s bottom lip wad, ae 
point, quivering uncontrollably. . i 


Turn 4 


As expected, Alessio began his fourth turn will 
massed charge. The Black Coach charged & 
Halberdicrs while the Bat Swarms and the Seckq 
charged the Reiksguard, The Black Coach was fat 
destructive as lain had feared, as six Halberdicn wi 
cmshed beneath its wheels and the regiment fad) 
ficki. The resulting panic spread to the nem 
detichment of Handgunners who fed almost oft 
table. Gnc of the abilitics of the Black Coach sm 
gets cven better the more people tha ac B 
around it. You must keep a record of how 
encmics it hay killed to see what bonuses it gow am 
this case, as it had killed six Spearmen, ghostly ey 
sprouted from the wheels, to make future chal 
even more elective! 


Blood Dragon Vampires; | 
| 


| 
1 
i 

| 
i 
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ATARI ARAAALD 
‘Tl DEE EY VEY Bee 


Brandishing his Rimefany, Marshal von Speer bellowed 
out a challenge to the shambling, necrotic horde. 
Rashly, the Vampire Thrall in the Skeleton regiment 
stepped forwards and was dispatched in shor order. 
Neither the Skeletons nor the Bats managed to harm 
the Reiksguard and the clite warriors reciprocated by 


killing two Skeletons and wounding the Rat Swarms , 


twice, The Undead lost by a convincing margin and 
more Skeletons fell as the unnatural force animating 
them wavercd, 


As Alessio didn’t have a line of sight this burn with his 
Necromancer, he couldn't use his Staff af Flaming 
Death insiead fe opted for casting Venibel's Danse 
Macabre on the Wighis, but Iain dispelled it 
successfully, However, Alessio cast it again and used it 
to charge the Wights inom the flank of the Reiksguard! 
Finally, Alessio summoned some more Skeletons and 
three more rose back from the ground, ncatly replacing 
those that had fallen as a result of the bost combat 


 f ' i i i 
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The Empire: Turn 4 
The penultimate curn didn't look hopeful for the men 
of Nuln. All that lain had left were the Reike@uard, ni 
units of Handgunners — onc of which was ficcing —and 
of course the Halfling Regiment of Renown. At least the 
Handgunners rallied, which made for a beter start than 
most of the other Empire tums. 


The other detachment of Handgunners let fy at thie 
Ghouls and dispatched two of the unclean borrors. 


The combar phase promised to be much more evenmil 
To stan, the Vampire Count challenged General we 
Speer to single combat. Reluctantly, the Imperal 
commander agreed and the two crossed swords in the 
middle of the swirling melec, The Vampire Count 
wounded von Speer five times and Tain failed three 
saves ~ cxactly enough to kill him. The Battle Standanl 
Bearcr likewise perished, pulled down by a tide of fan 
and Skeletons. Faced with such a crushing defeat, ihe 
Reiksguard retreated off the field, pursued by the 
Skeletons and Bats, With the death of their general, the 
already shaky morale of the nearest Handgunner 
finally snapped and they ran for their lives. 


send is Halfling leader was butchered by the Vampire Count, 
Blood Dr apOn Vampires: Haagen Vrahk the Cold. Then a lighter Scicant amidst 
Turn 5 the slaughter =- one of the two remaining Halflings 
~ killed the Wight standard bearer! Despite needing sixes 
So48 fital turn was essentially a mopping up to wound and Alessio saving on @ two of more, the 
ation. The Banshee charged the Halilings and the litte fellow actually managed © topple a Wighi 
fwuh charged inte the remaining Handgunners. Cavalryman. Unfortunately Iain’s jubilation (yes, a rec 
; moment for joy, lain, baving pour army butchered to 
tdeally scream of the Hanshee was too much for amen! — Fat Bloke) was short lived as no sOumer was 
eo! Lumpin Croop’s band und they fell to the lain's victory lap complete than the Wight Lord brutally 
ound, stone dead. As Munshees are ethereal speared both the remaining Halflings, 
fires, none of the Halflings could affect ber, but 


fs unable to hurt them back for the moment. The The game was over and not one Empire soldier was left 
is however, were doing well. They killed ao alive. The victory points were duly worked and at this 
Ggunner and as they were Outoumbered by a Fear: point Tain's eves glazed ower... 

ing enemy, the bomans fled, were caught and then 

aecly dewourcd 


a 


dl] was definitely the 
mio use for the Blow 
Apa final magic phase, 
Bt Alessics cast Armizaperl's 

fiorrar though the 
nes, killing Ned 
and three others 
hohe used Vanbel’s 
ae Macabre wo pet the 
pice Count into combat 
the survivors of the 
med Halfling unit. 


Th Empire: 
Turn 5 


he lasi Empire torn, all 
ned of the once 

hd army of Nuln was 
pin Croop and two 
ys! lain moved them 
ontact with the Wights 
dev as a final act of 
lo issue a challenge 

{| =o Lumpin Croop 
Mting the challenge the 


A The doomed Halflings fight on despite the destruction of the entire Enipiré carey. 


j WARHAMMER. —— 


\ Aaargh!! 


in: Well, th t was\o suiiahly bloody banle report. | 
ertiinly payes the Vinipire Count something t gel 
heir cc bo (sttry, surry...). What would | have 
changed? Well, t don't tink that either my basic plan 
or my |deplovment, was particularly flawed. A 
)combination iol things defeated me. My complete 
inability to pass Leadership tests with anything that 
wasn't a Halfling (more about them later), Abessto's 
magical superiority wed bess Quin my fair share of luck 
ire the first things that come ty tind. Not to tike 
anything away from Alessio, who played his army well 
and exploned my weaknesses while playing up his 
strengths, thére were a lot of times when things could 
very easily have been turned around. If the 
Handgunners had passed their Fear test for the flank 
charge On the Wight Cavalry if the Reiksguard had 
passed), @ Fear test to charge the Banshee, if the 
Helblaster had managed to fire more barrels at the 
Black Coach or one of thé cannons hado‘t exploded on 
the very first curn'then things might have beer very 
differeht. Not that the owtoome was likely tie change 
but maybe Teould have pulled something back. Some 
things | knew) | was going to have a problem with, The 
Wight Cavalry needed striaus attention, especially as 
the Undead general was leading them. The fact thar | 
cicna't concentrate on them from an carly point in tbe 
Rame cos me very dear later on. Magic was another 
problem arca. | cid all that 
b T could to bold back the 
ip storm of Necromantic 
and Dark magic that 


a 


PRFTER ' THE BATTLE 


Afessin comsciders bis meet evil move 


came my way and | was lucky te be able to stop all ihe 
really powerful spells that Alessio sent my way, bul! 
was never going to close down Alessio’s wizunh 
completely. 


So, who were the heroes and villains of the Empar 
army? Well, the artillery managed a cisoincilt 
wbhstndarnd performance. One cannon cxplodel 
the very first curn, the Hefblaster only managed oo fe 
one of im nine barrels at the Black coach bebe 
misfiring and the whole battery crew legged it off the 
table when the Spearmen broke, ‘Total caswalties fir 
100 points of war machines: onc Wight Cavalrymag 
and two wounds from the Black Coach. Not vow 
impressive. On the other hand, the Spearmen did 9 
sterling job of holding up the Vampire Count and hie 4 
Wight Cavalry for as long as they did, and if | hall 
managed ta get a flank charge with the Handganaey, 7 
then the combat could! easily have pone my way ore 
least drapped on for another turn or reo. However, Oe | 
undisputed tithe of Heroes of the Empire has bo go) 
lumpin Croop’s Fighting Cocks! Agsing 
expectation these litile guys did brilliantly: No 
did they wipe out the Dire Wolves but they aay 
tlamaged the Black Coach and actually killed @ wight 
Cavalryman in hand-to-hand combat! Mint 
impressively of all, they passed every single Leaders 
test that they were culled tu make IF che oest afm 
anny had been as eeliable as the Halflings then) 
wouldn't have been in half as much trouble 


Finally though, | have to hand it to Alessio — 


+s et Se = es — =| — 
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Vampire Couns are nu invincie but certainly 
very nasty army with a lot of lavour and Gem 
Psycholoyy bear me and that is probably the 
powerful weapon the Unedead wicld. Other gene 
should forget this al their peril! 


\ 


As you are, 
we once were. 
As we are, 
you afe too. 


aio: It was a complete victory for the 
ii Dragons, but alas = one of my 
apires fell to the thrice-cursed Runefang 
fompictcly dominared the magic phase, 
mene where and when | wanted with the 
fof the Vaubel's Dunse Macabre. But | 
ae aamit that the game was heavily 
fiuenced by lain’s unfortunate habit of 
terribly high on most of his 
aihwogy tests — a particular problem 
facing Undead. | have sail many 
is that Fear is their best weapon, and 
battle report has reinforced my 
mviciions. When fighting Undead you will 
‘Shave to take a lot of Pear and even 


* 


[} 


Stor tests, and the law of averages means 
you are bound to fail sume of them = 
Slain did really badly to fail ower half of 


ari! 


dhink that lain chose a very effective tactic, 
les surprised by the absence in his 
my ot Flagellants (perfect for this kind of 
mile) and cavalry (god! io outflank the 
Pe, advancing hordes of living dead), ‘Two 
ms that | would always take against 
ead are a Destroy Scrod! (it's great to 
Ethe fee of an Undead player if you 


gz 
J 
4} 
i 
: 
wi 
1 
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Matage to destroy his Vanbel's Danse 
ere) and a Dread Barner to reduce 
Oorastatine effect of losing a haned-to- 


or rewaining hampire Bat descends on lain's Nelhlaster cre 


hand fight against a big unit of Fear- 
causing models. When cowipping 
your characters for combat against 
the Undead, take wards or magic 
armour thar offer an unmodified 
Save, because against creatures with 
a starting Strength of 7 (ie 
Vampires), normal armour is about 
as useful as thin air 


My Vampire Count behaved in a very 
characterful way for a Blood Drage 
He rampaged through the hartlefield 
in a hopeless attempt to find 
somcone worth fighting (he fought 
three challenges in a single battle!) 
AS usual he couldn't find any, but he 
cerainly took his bloodthirsty 
revenge on every character who 
dared to destroy any of his precious 
moops. In the first challenge he 
fought the Hero anned with the 
Banisher Sivard who cut dawn two 


1 WARHA 


of his belowed knights. He chopped the Human 
to hits before he could raise his sword. In the 
second challenge be met the Elector Count of 
Nuln himself, whose Awnefang had forever 
hanished his trusted Licutenant in a previous 
challenge Again the Human went down too 
casily, the blade of the Vampire cut right 
through the magic anmour and the strongest 
enemy model died without the slightest chance 
of a riposte. The third challenge was the must 
unusual, since the Vampire never expected that 
such grcut courage would be hidden in such u 
amall body. Indeed he did not take the life of 
Lumpin Croop, he just knocked him out with 
the fat of his sword. Most of the Fighting Cocks 
had their lives spared and were allowed to po 
back to the Moot to lick their wounds (Halflings 
don't make pod Zombies anyway... 


ARARAED IL 


A TEI a 


fhe Vampire was most impressed by the 
| steadfast and honourable last stand put up by 
those linice warniors. Count Haagen Vrahk saw 
them using their deadly bows against his Dire 
Wives and the Black Coach's Nighumares, and 
he ¢ven saw the banner bearer of his own unil 
of knights taken down in hand-to-hand by one 
of the lithe chaps. They proved tm be better 
| soldiers than all the Homans and kept on 
fighting tll the bitter end, without giving up a 
singhe inch of ground — even after the entire 
army ol Nuln had been slaughtered or 
dispersed! From the experience of this hatte 
my Vampire has decided to stay away from the 


Moot, since he really docs not want to fight >t 3 
against an entire army of Halflings! Blood Dragons: 26 


Imperial army of Nuln: | 
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lain's bad luck continues as Ut svents someone bas amputated bis bertd, 
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Soldiers of the Empire 
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THE EMPIRE 


The Enipire is the lorgerat 
an coat powerful reali ip 
the Old World, This wrooilies 
book contains the complete 
Fpire army list and 
fol) background for the 
nighties of the hoinan 
realm 

Check ouf ths moanith’s 
White Teed banke eepert po 
eee the boar Empire ary 
if Sola take on an Oncleodl 
horde teal by an evil Blond 
(hagon Vampire. 
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Ain = The restless deol ore 
— rising from their graves 
hecding the call of their 
masters. tha wile 
Vamprire Lom Sal 
Order have put together 
this special anny dial, 
based on Lord Haan 
Vrahk’s Undead aro 


(pictured abowe ) thal 
Clashecd im hie eeoceeny i's 
battle report with Vou 
Speor's ila Wilitig 
Lmnypire ary. 


juy Lord Haagen Vrahk’s Undead army now for £125 and 
jou will receive coffin lid shields FREE! for all twenty of your 
skeleton warriors. 


2 VON SPEER'S NULN MILITIA 


the Empire is the 


i : 5 ‘. iret reales in the 

i +. + 7 
— . | a =) Hd World. FEmipirs 

wey : 47 hae areiinns ' nade 
ew § ‘ . roi ire inade op 
i r + ; of valiant soldicrs, 
Lj r i ery willing aml abhe to 
iat ie . = 
" face ao foe, however 
terribic. 


Mail Girder has pout 
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> =y |] ae } Pe ce a . : army deal hase! nn 
7 ’ af gle on q ’ : the Vou Speers Nola 
@ + "i =-*= - 
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(a fc j li oe ee oppusiic) osc in this 
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Buy Von Speer’s Nuln Militia now for £167 and you will receive 
these Empire shiclds FREE! for all 20 of your Empire Halberdicrs. 
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WY CHES WITH WYCH WEAPOSS All the Dark Eldar bexed sets thal have been featured in this 
month's White Dwart are available from Mail Order 
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weapons 

3 Chaos Space 

Marine bikers 

All for only £40 ond get 

12 FREE Chaos Space Marine 
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ORK FLEET 
HE ORMS ARE THE MOST BRUTALLY Do ilies. 
AND DIRECT PIRATES IN THE GAL Seois if warskipa x 


Crk Pies designed oy Dave Andrews, deadly conhiled 
Ork ships shownal sporaximatety BOG Weta hee il amang ihe stars, 


thaugh whether a 
Mankind’s saviour or ite destreyct in up ta you! 
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RAM SHIPS FLEET DEAL 


1 Terror Ship 
2 Kill Kroorers 
J Onslaught attack ships 
3 Savage gunships 
3 Ravager attack ships 
4 Brute roam ships 
All for only C36 cord pel a 
FREE Ork Orbital Base. 
Ring Mail Grier for details. 
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Did you know... 


that you can place an Advance Order for all new 
games and miniatures, then have them delivered to 
your door by First Class post, sent on the day of 
release! 


For more details give us a call! 


The Orks are the most barbaric of 

alien races. Their armies cover the | 
battlefield In vast numbers andy 
overrun thelr foes in a tide of 
bloodshed and mindless violence. ‘| 


The Ork Battle Force boxed set | 
contains; 

* 16 Ork Boyz 

*5 Ork warbikes 

* 1 Ork Warbugagy 

*1 Ork wartrukk 

* 1 Barricade sprue 
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The Empire: Turn 2 


The Empire’s second turn siarted with an excellent 
opportunity to even wp the rather one sided combar 
between the Wight Cavalry and the Nuln Spearmen, 
The detachment of Handgunners on the right flank 
was in a perfect position for a flank charge, but their 
nerve failed them at the last minute and they refused 
to go inte combar with the Undead, Having seen his 
best chance disappear, lain opted not to move 
anything clse and concentrated instead on pcppecring 
the Undead. Unfortunately for the forces of Nuln, il 
lain’s ast turn had been unimpressive, then this turn 
was positively disastrous. Lumpin Croop’s Fighting 
Cocks began well enough by shooting at the Black 
Coach, However there wasn't a lot that they could do 
to it, as the crewman was ethereal and their bows 
couldn't actually harm the sturdy frame of the coach 
itselE Still, they did well to destroy one of the horses 
pulling it, thereby reducing its movement. The 
remaining cannon was also brought to bear upon the 
Black Coach but it misfired and would be unable to fire 
this turn or the next. ‘The mortar crew lobbed a shell 
towards the Ghouls but despite catching the disgusting 
fiends in the resultant cxplosion, not a single one waa 
killed. The other detachment of Handgunners also 
fired at the G:houls but were just as ineffective as the 
mortar had been, Finally, wo really spoil lain's day, the 
remaining thimeen Crossbowmen fired ait the “Black 
Coach in a desperate attempt io slow it dawn further. 
Despite only needing a four or more to hit, only one 
Crosshowman managed to find his mark! lain did gain : — J 
a measure of consolation when he managed to destroy to accept. But inevitably the superior skill and 
the last horse pulling it, but was aghast when he inhuman strength of the lord of evil was decisive wal 
discovered that it could still move, even without the brave hero was summarily dispatched. Two mot 


horses! lain’s words at this point were a nether Spearmeca were slain by the Wights but imcrescditaly ihe 
dumbstruck “It's magic is Wt Alessio? I acc...” repiment held fase . 


in the combar phase the lone Vampire Bat killed 4 As lain only had one spell, and thar was cast aleeuh 
Helblaster crewman but the remainder stood firm his mapic phase coe a nothing more that a 
Meanwhile Varnpire Count Haagen Vrahk issued a Opportinity to stuck up on dispels for the incvitulie 
challenge which Captain Badenhol felt honour-bound magical battering in the mext turn 


“If it doesn’t hurt 
it doesn’t count!” 
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